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CAVEDOG ENTERTAINMENT ~ 3 
PRESENTS... 


Extensive multiplayer 
and internet support. 


The New Landscape Of War 


TOTAL ANNIHILATION is poised to redefine 
real-time strategy gaming. 


hel ees Ce. “,..a lock to become the new king of 
Challenging landscapes, ta real-time strategy games...” 
EV -COMPUTER GAME ENTERTAINMENT 


“'..the level of detail is astounding... 


itll be the envy of every kid on the block...” 
-PC GAMER 


“'..true 3D engine lifts the game 


into new territory...” 
-COMPUTER GAMES STRATEGY PLUS 


“.. TOTAL ANNIHILATION has the 
potential to do for real-time strategy what 


Devastating QUAKE did for first-person shooters ...” 
isco easton : -COMPUTER & NET PLAYER 


AVAILABLE NOW! 
Total Annihilation strategy guide from GW Press. 


COMING SOON! 
Total Annihilation Add-On Pack featuring 
all-new maps, missions, and units. 


50 missions, over 150 units including a oo d a 
full host of land, sea, and air forces. jai € ave 4 ‘ 


Ct TS eT Ae a a se 


WWw.cavedog.com 


A GT INTERACTIVE COMPANY 


‘cog 


‘1208 


‘tong be 
crosoft 
indows 95 


©1997 Humongous Entertainment, Inc. All rights reserved. Created and Published by Cavedog Entertainment, a division of 
Humongous Entertainment, Inc. Distributed by GT Interactive Software Corp. Cavedog Entertainment™ and Total 
Annihilation™ are trademarks of Humongous Entertainment, Inc. GT™ is a trademark and the GT Logo® is a registered trade- 
mark.of GT Interactive Software Corp. Microsoft® and Windows® are registered trademarks of Microsoft Corporation. All other 
trademarks are the property of their respective companies. 
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TAKE COMMAND ON THE BATTLEFIELD. 


In 1980, Battlezone introduced 
true 3-D graphics, changing the face 
of gaming forever. Now Battlezone is 


about to change your perspective on 


gaming once again. 


Intense First-Person Action 
Wage war from a soldier's 
perspective, not a bird’s. From the 
cockpit of your anti-gravity tank, 
erase your opponents with a 
devastating array of 25 weapons, 
including anti-tank cannons and 
missiles. Blow craters into the fully 
deformable 3-D terrain with an 


arsenal of mines and mortars, or 


The original Battlezone was such a 
breakthrough for its time, it was reportedly 
Ce hl by * . 
modified for U.S. Army training purposes. 


shake your enemies out of their 
foxholes with the mega-ton 
earthquake of the “Thumper.” And 
when your tank is taken out the 
battle rages on: scramble on foot to 
rejoin your troops or wage a hostile 
takeover on a nearby enemy vehicle, 
where your sniper weapon dismisses 


the pilot with extreme prejudice. 


NOT ABOVE IT. 


Tagged by Next Generation magazine as “what 


may be the best interface seen yet in a computer 


game, an advanced HUD system with menus 
and integrated 3-D radar enables quick troop 
movement and total control over the battle. 


So many units, so few resources...churn out the 
most strategic offensive and defensive lineups 
you can afford. 


coscce - 
ORES 2 


ef 
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Battlezone’s first-person perspective puts you on 
the front lines of the battlefield action. 


Hard-Core Real-Time Strategy 
In Battlezone, you're no satellite 
leader: you are the ground-level 
high commander of more than 30 
different vehicles, each with its own 


tactical advantages. Special units, 


With Battlezone’s topographical 3-D radar, 
nothing goes down on the battlefield 
without you knowing all about it. 


including infantry and mobile 
assault turrets, act with 
sophisticated artificial intelligence 
to make you the master of the 
battlefield. Build bases, gather 
resources and exercise your 
warmongering might without ever 


leaving the first-person perspective. | 


Intense first-person action with 
uncompromising real-time strategic 


warfare...the new Battlezone. 


ASAAT TAK. 


ZONK... 


Take strategy to the front lines. 


Wwww.activision.com 


Activision is a registered trademark and ActivLink is a trademark of Activision, Inc. ©1997 Activision, Inc. Battlezone is a trademark of Atari/JTS Corporation. ©1980, 1997 Atari/JTS 
Corporation. All rights reserved. Licensed by Activision. All other trademarks and trade names are the properties of their respective owners. 


is a trademark of the Interactive Digital Software Association. 
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RATING PENDING 
WINDQ@WS® 95 


CONTENT RATED BY. 


ACTIONS OF FOUR HUMANS,OR. 


FULLY-CONTROL ONE CHARACTE 


.fleshfe 


ee 


Perens 


«ae SR 6 PM Rae tit Mee, 


Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30- 


plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film- 


quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakes. 


So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls have better 


8 
aim than the pirates, and the sharpest weapon is your wit. Fer Windews 95 CD-ROM 


CONTENT RATED BY 


Check out the playable demo in select magazines or download it from our Web site at www.lucasarts.com £SRs 


© 1997 LucasArts Entertainment Company. All Rights Reserved. The Curse of Monkey Island is a trademark of LucasArts Entertainment Company. The LucasArts logo is a registered trademark of Lucasfilm Ltd., used under authorization. 
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VOUIME S&S NUMBER 1 


What's Inside 


PC Games Online has joined 

with Happy Puppy and Games 

Domain to provide even more 

great gaming coverage! 
For more details, 


4 ss _ 
Man of War P.146 


see 


WHAT'S ALL THE BUZZ ABOUT? 


Y) 60 iwiten Worlds Cotide 


By Chris Hudak 


Everyone seems to be talking about Half-Life. Is it the em- 
phasis on strong plot? Or is it the beautifully rendered 
early levels Valve’s been showing off? PC Games goes on 
site to see whether Half-Life is worth all the hype. 


STRATEGIES YOU CAN WIN BY 


12 Cracking the Holiday 
Games: The Designers’ 
Tips, Part Il 


Compiled by the PC Games Staff 


You’ve waited all of 1997 to get your grubby little paws on these 
real-time strategy, sim, and sports games. Now they have you hemor- 
rhaging blood or steel looking for a way to beat them. Here’s Part II 
of the strategies game designers use to conquer their own games. 


THE LURE OF NONVIOLENT GAMES 


Put Down That Gun! 


Li There’s more to being a warrior than brandishing a rocket launcher or 


By Bob Lindstrom 

piloting a F-86 Sabre over Korea. Challenging the mind takes many 
forms, so PC Games takes a look at more than 20 of the current slate 
of nonviolent brain twisters. 


NBA LIVE 98 P.137 fet 
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Connecting Gamers to Games 


SNEAK PEEKS 
94 Redline 


96 Die hy the Sword _ 
100 Joint Strike Fighter LQ 


REVIEWS 


Ultima Online 


G Police 
Shipwreckers! 
Nuclear Strike 
Mageslayer 
Chasm: The Rift, Defiance 
Sub Culture 

USA 


—wisenauneie : 
Temijin 
Zork: Grand Inquisitor 


YDKJ Vol. 3, YDKJ TV 
Chessmaster 5500 


Combat Chess, 
Hoyle Classic Board Games 


MS FLY AND DRE 
130 SODA Off-Road Racing 


‘31 Armored Fist 2 
‘33 Sabre Ace 
‘34 Daytona USA Deluxe 


Me ONLINE 
135 netWAR 


Me SPORTS 
137 NBA Live 98 


139 NCAA Football 


LIC ees 
Close Combat: A Bridge Too Far 


142 Waterworld 

146 Man of War 

149 Panzer General Il 
152 Earth 2140 

153 Civil War Generals 2 
155 Sid Meier's Gettysburg! 


_— Linh ieeepesenereesmmeasasers 
156 Mortal Kombat Trilogy, 
Smart Games 2 


157 Mass Destruction 


DEPARTMENTS 


12 EDITOR'S NOTE 
Steve Klett 


18 PC GAMES.EXE 
27 PC GAMES.COM 
31 INCOMING! 
36 GAMEWIRE 


MicroProse marches on, Prophecy goes 
without multiplay, Babylon 5 goes PC. 


48 ONLINE-GAME CONNECTION 
52 THE PLAYER 


Steve Klett 
The Player sings a different real-time 
strategy tune after Total Annihilation. 


54 THE OPPONENT 
Blade 
What shalt Blade not do? Check out his 
New Year’s resolutions. First time in print! 


58 THE MERCENARY 
Don St. John 
Why don’t games perform as advertised? 
Is it the old bait-and-switch? 


158 CHEATS 


Codes for Conquest Earth, Mageslayer, 
and more, plus a psycho secret for Jedi Knight. 


178 FACE-OFF 


Scarface/Blade 
Are official special editions worth the extra 
bucks, or are publishers ripping you off? 


TECHNOBABBLE 
162 A3D UPDATE 


Aureal’s 3D-audio format is starting to 
catch on. Here’s the latest. 


165 TECH 101: UPGRADING CPUs 


Feeling brave enough to install a faster CPU 
in your Pentium? Here’s how it’s done. 


167 HARDWARE SPOTLIGHT 
Toshiba’s 266MHz Pentium II, Diamond’s 
new Viper 3D accelerator, CH’s new 
Racing Wheel, Princeton’s 27-inch 
Arcadia monitor, and the PCDash. 


Patrick Marshall 
Honest answers to your toughest 
technical questions. 


PLAY THE DEMO ON 
PC GAMES.EXE CD-ROM 


SEE MORE ONLINE 
http://www.pcgames.com 


hen the evil sorcerer 
Balkoth threatens the peaceful 
people of Urak with death and 
destruction, brave heroes with 
magical powers must rise up to 


stop the reign of terror and 


ri Sas Raa zs a ; i : 
o MQ 9! cal races defeat the forces of tyranny. In 


Lords of Magic, the successor to the popular Lords of the ‘ 
8 or you'll battle in dark and m ys 


Realm IH, you enter a fantasy world where good and evil 
: ' ae caves, castles and dungeons 
fight for primacy against a mystical backdrop of wizards, 

warriors, spells and storms, giants, 


gnomes, and Barbarians. 


Building on the dramatic features that 
made Lords of the Realm II a break- 
through in strategy gaming, Lords of 
Magic combines turn-based exploration 
and resource management with real- 
time combat. Join forces with others 


(up to six players can compete on a 


3-D 


Teccain €ditoc 


LAN or over the Internet) or marshal 
your forces to take on Balkoth and his Barbarian allies alone. 
You'll command up to Eighty creatures, including elves, 


vampires, skeletons, and gargoyles, as you defeat evil and save sae 


the realm. Wielding the forces of magic 


through spells and artifacts of power, 


= you can take multiple paths to victory: 


more choices, more outcomes, and 


unlimited replayability. 


Lords of Magic features a true 3-D 
game map, with 16 bit SVGA 
Graphics and a powerful map. 
editor that puts you in control 4 4 
of terrain height, topography, 


and texture. e 


www.srerra.com: 


SIERR A@ 
Impressions 


1996 Sierra On-Line, inc. ® and/or TM designate trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007. 
U.S. Patent No.s 5,287,446, 5,425,139, 5,377,997. Other U.S. and foreign patents pending. All rights reserved. 007103000 
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STEVE KLETT 


3D Delirium 


any industry pundits—mostly on the hardware side—stood up last year and 
declared Christmas ’96 would be a 3D Christmas. It wasn’t all that outlandish 
a claim, when you consider that the first solidly performing cards based on the 


Rendition and 3Dfx chipsets were hitting the shelves. There was just one tiny problem—there 
weren't any games that supported them. 

Okay, there were a few—but certainly not enough killer apps. Lara stunned us all with her 
unique 3D, ahem, style—and Rendition and OpenGL Quake kept the midnight oil burning for 
a little while. But that was basically it—there simply weren’t enough good games available to 
justify gamers laying out $200 bucks or so for a new video card. 

Not so this holiday season. In fact, gamers who didn’t put a good 3D card—3Dfx, 
PowerVR, D3D, or Rendition—high on their wish lists may now be left out in the cold once 
they’ve taken the shrinkwrap off their new games. Sure, Hexen II and Jedi Knight don’t need 
3D cards—they’ll play just fine without them. But you’ll be missing the best these games have 
to offer without that extra graphics horsepower. 

The same holds true for many of the new games coming into the office these days—even 
sports games. NBA Live 98, NHL 98, VR Baseball—they all support 3D acceleration (3Dfx 
only, in NBA’s and NHU’s cases, and VR requires a D3D card). Activision’s Heavy Gear, Bungie’s 
upcoming Myth, Origin’s soon-to-be-released Wing Commander: Prophecy, 3DO’s Uprising, 
Need For Speed II: SE, Terracide, the forthcoming Quake II—all have 3D hardware acceleration 
in some shape or form, whether via specific driver support, D3D, or a combination of the two. 

Most of the games coming out today have 3D support if it makes sense. And most games 
that came out last year that should’ve had it are getting it now—X-Wing vs. Tie Fighter, 
Jetfighter III, and Flying Corps: Gold, for example. A good 3D card will indeed give your 
gaming a boost this season, and may even breathe new life into a game you got last year. 

But this doesn’t mean PC Games will be leaving you out there without a 3D card flapping 
in the breeze when it comes to rating a game’s graphics quality. Sometimes the difference 
between software-only and 3D versions of a particular title can be so extreme, we'll score 
both. Starting this issue (see our Sabre Ace, Sub Culture, Mageslayer, and NBA Live 98 
reviews), you'll find that such games will have two scores—a regular graphics score, and a 
3D-accelerated-graphics score. This way, you’ll know what to expect, whichever side of the 
3D fence you fall on. 

Happy gaming. 


Katt 


Steve Klett 
Editor in Chief 
sklett@pcgames.com 


PC Games (ISSN 1089-3695), Connecting Gamers to Games, is published 10 times per year for $18.00 a year (magazine only) by PC Games Publishing, 951 Mariner's 
Island Blvd., Ste. 700, San Mateo, CA 94404; (650) 349-7100; An IDG Company: The World's Leader In Information Services On Information Technology. The PC Games 
name and logo are trademarks of PC Games Publishing. Periodicals postage paid at San Mateo, CA, and at additional mailing offices. POSTMASTER: Send address 
changes to PC GAMES, PO. Box 59710, Boulder, CO 80328-9710. Change of Address: Please send old label and new address to PC GAMES, PO. Box 59710, Boulder, CO 
80328-9710. GST 131 304 347. Foreign and Canadian orders must be prepaid in U.S. dollars on a U.S. bank and must include $25/year additional for shipping (air delivery). 
No part of this publication may be printed or reproduced without written permission from the publisher. PC Games makes every effort to ensure the accuracy of articles 
published in the magazine and assumes no responsibility for damages as a result of errors or omissions. PRODUCED IN USA 
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OH YEAH, THERE WAS ‘ALso THAT pooM™ AND QU AKE® THING. 


DAIKATANA™ WILL BREAK YOUR ASS DOWN 


TOM HALL: A FUNNY GUY WHO WANTS To GET ALL TOUCHY-FEELY WITH HIS GAMES. 
IDEA THAT COMPUTER cameS HAVE TO BE STUFFED FULL OF PERSONA 
ano INTERACTIVITY. ina PAST LIFE, 


HE co- CREATED woLFENSTEIN 3D, Doom” AND 
RISE OF THE TRIAD, AND WAS ONE 


OF THE ORIGINAL FOUNDERS oF some 
SMALL COMPANY CALLED [p™, 


DOPPELGANGER.™ DAN 


©1997 Eidos Interactive. Ali Rights Reserved. All trademarks and trade names are properties of their respective owners. 


BOB “POPULAR” WRIGHT: A TOKEN Gray-HAIR 
GIVEN THE TITLE CuieF opERATING 
OFFICER TO MAKE HIM FEEL JJPORTANT. 
KNOWN AROUND THE orrice as 
; “THE FINISHER” AND AS “THE 
GUY WHO GETS THINGS DONE.” pic in THE 
MARKET. HUGE In Europe. 


IN THE FUTURE, Hdd sMindl GAMES Witt SE ANACHRONOX.™ 


cae aceite 
| 


Sasi YENOQBODY’S WATCHING?!” 
ILSON: MANI \ CAL ‘BASTARD WHO MADE IT 

POSSIBLE FOR ALL AMERICANS 

TO. BUY QUAKE ° AND A 
URPEE IN THE SAME 

E. RUMORED to BEA 
RESIDENTIAL CANDIDATE 

| FOR THE YEAR 99000 
~ BUT not uixety To Live 


Bee serine MORE THAN ANOTHER YEAR; HE 
TODD PORTER: A MANDOLIN- PLAYING | NATTY, GQ TYPE WHO > = a | BELIEVES THAT ALL THE 


: THINKS Games SHOULD BE AS STYLISH AS HE IS. GOES. BEST peopLe DIE 
ROUND SAYING THINcs LIKE “INTHE GAMING INDUSTRY, = WHEN THEY'RE 27. 
_THERE IS'NO TOMORROW.” THEN TURNS AROUND AND DESIGNS 


HAT V Way. | DANGEROUS: WITHAHAMMERED sy 
. Eo ation ae WHEN HE’s Been Sus DRINKING. 


os 


t's another 


fabulous collec- 


tion of game 
demos this month: 
an exclusive pre- 
view of I-Magic’s 
seven Kingdoms, 
a multimedia tour 
of Sierra’s ground- 
breaking Half-Life, 
plus over 20 gems 
to keep you busy 
on those cold 
winter nights. 


Simply place the CD in your disc drive and 
the Autorun function will run the interface. 


When | run the interface, | get a message that 
says “Can't find VB40016.dll” or some other “Can't 
find” file error. 

Just run the setup file by clicking on the Start button, Run, 
then type d:\setup.pif (where “d” is the letter of your CD- 
ROM drive). 


During the setup routine, | get a message that 
says “Can't register file.” 

In this case, you will get a dialog box asking to Abort, 
Retry, or Ignore the error. Click on Ignore. The setup routine 
will be executed successfully, and the interface will run 
without problems. 


This demo doesn't work. 
Read the notes accompanying each game in the description 
box—they'll cover most eventualities. Refer any game- 


<a) PC Games 
Online 


vww.pcgames.com 7 
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18 


Insert the CD in your disc drive. In Program 
Manager, select the File menu and then Run. 
In the command-line box, type d:\pcgames.exe 
(where “d” is the letter of your disc drive). 


specific tech-support questions to that game’s publisher. 
Help is also usually posted on publishers’ Web sites. 


Should | reinstall DirectX when prompted by a 
game’s install program? 

As a rule, no. Be aware that most current demos now use 
DirectX 5.0, which can be found in the root directory of the 
CD-ROM. 


| didn't get the CD-ROM with my magazine. How can | 
obtain one? 

To upgrade your subscription from non-CD to include this 
feast of gaming greats, direct your inquiries to pcgames 
subs@pcgames.com. 


| tried all the above, and I’m still having problems. 
Direct CD tech-related questions to ctou@pcgames.com. 
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A low drive into the wind? 
A fade with a six-iron round 
a tree? An explosion shot 
from a deep pot bunker? 
You have the technology. 


Serious control. 
Serious golf. 


It feels perfect. 
And it looks perfect too. 
Flowing terrain, 


“The Golf Pro is the first sim to truly 
challenge the current thinking in this 
genre — and it has the potential to 
make a real impact”? PC GAMES 


surveyed to the last inch. 
Fine textures down 


the rolling fairway to the 
contoured green. 
The bunkers raked, and 


[ica ——— SSS ey ie 1| 20,000 frames of animation 
|| FEEL THE CLUB THROUGH YOUR FINGERTIPS. YOUR MOUSE Is || at amen dn the woveacbatanen 
] POISED TO ADDRESS THE BALL. A SUBTLE OPENING OF YOUR] ‘ es 

} 


|| WRIST ANGLES THE CLUBFACE. SWEEP THE MOUSE BACK, cegal| even in the most awkward lie. 
|| FORWARD IN ONE ELEGANT MOTION. A SMOOTH AND RHYTHMIC 
|| SWING, FULL OF POWER & CONTROL. TRUE CONTACT. MOUSE ON BALL. | 


[Pant | = [| NY OUBLY REALIST IGs 


t 
| UNIQUE FEATURES. 


“The Golf Pro could genuinely 
revolutionize the way you look at all 
those three-click games”? PC GAMES 


a © PRO 
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PeATUring Gary Fiayver 


VN . AND THE REST OF THE SCORE? EXTENSIVE 
Na ce TV-STYLE COMMENTARY, FULL INTERNET 
PLAY AND CHAMPIONSHIPS FOR UP TO 32 


GOLFERS, 18 PRIVATE LESSONS FROM 
GARY PLAYER, 36 COMPELLING HOLES OF 
GOLF ON HILTON HEAD NATIONAL, 
CHEE, AUGTEDE ROOTS SOUTH CAROLINA AND ST MELLION 
INTERNATIONAL, CORNWALL, ENGLAND. 
INTELLIGENT HANDICAPPING AND A RANGE 


OF COMPETITIONS. 
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Exclusive: 


Seven Kingdoms (Interactive Magic) | Here's a new real-time strategy game in the tradition of the 
‘ ; Warcratt series, but without the orcs. It allows you to play 
Half-Life Preview (Sierra) 


as one of seven different civilizations. To win, you need not 
only military might, but diplomacy as well. Forge alliances, 
engage in espionage, conduct research, and build your 

; economy. This demo gives you a glimpse of the mighty 
Age of Empires (Microsoft) interactive, nonplayable preview of Hallt- kingdoms, a full tutorial, plus two single-player scenarios. 


Broken Sword: The Smoking Miror (Virgin) [i eco oii aan 

Close Combat Custom Scenario intriguing first-person action games ever. 

Close Combat: A Bridge Too Far (Microsoft) You'll get in-depth interviews with the 
developers, who discuss their design goals 

Daytona USA Deluxe (Sega) and philosophies, plus movies of actual 

Die by the Sword (Interplay) gameplay. 

Escape (Absusoft) 

Excalibur 2555 AD (Telstar Electronic Studios) 

Hexen Il v. 1.11 Patch (Activision) 

iF-16 (Interactive Magic) 

Jedi Knight (LucasArts) 

Joint Strike Fighter (Eidos) 

KKnD Xtreme (EA) 

Mass Destruction (ASC Games) 

MS Puzzle Collection (Microsoft) 

netWAR 

Shipwreckers! (Psygnosis) 

Tomb Raider II (Eidos) 

Virtual Pool 2 (Interplay) 


Wanderer of Absu 1.5 (Absusoft) 


Go into the closet and bust out those old 
Also: : bibs, cause you're about to drool. This 


Yes, she’s back. Here’s your chance to take the new 
Lara (complete with ponytail and new moves) for 
a test drive. You may, however, require a patch in 
order to get around a “Demo Expired” message. If 
that’s the case, go to www.eidosinteractive.com/ 
hintspe.html to get a fix-it patch. 


As an example of what you can do if you put your 
mind to it, we here at PC Games have created a 
custom battle for ABTE titled The Irish Guards, 
just to get you started. If you’ve made any of your 
own custom missions or battles, let us know. 


EarthLink Network 


Try out your empire-building skills with the Age of 
TEN Empires Trial Version, containing two short cam- 
C&C: Red Alert Enabler paigns with full multiplayer capabilities. From the 
Nomadic Age to the Iron Age, guide your Empire 
Deadlock Shareware invceiaidinctensat nats screwed t anand rime venlle sari 
O greatness as it advances through periods, gaining 


Quake Shareware new technologies and military units. But be careful: 
Quake Enabler this real-time strategy game has a tendency to take 
up all the time you normally reserve for sleep. 


Mplayer 
Big Red Racing Enabler 
Command & Conquer Enabler 
C&C: Red Alert Enabler 


Quake Enabler 
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We’ve been promising it for awhile now, and here it 
is, finally—the long and eagerly awaited Jedi Knight 
demo. With both single- and multiplayer support, 

you can finally experience firsthand what it’s like to 


be a Jedi. 
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return. 
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HALL. THE 38 EXPRESS SQUEALS TO A §) pP 
HALT EVERY HALF HOUR ON THE STREET CORE 


BELOW. SLEEP DOESN’T COME EASY 

IN ROOM 23. BUT FOR 19 YEAR-OLD 
RAY COOPER, IT HAS NOTHING TO DO 
WITH THE NOISE. AS HE SAYS, “IT’S 
BECAUSE EVERY TIME I CLOSE MY EYES, 


ALL I SEE IS LARA CROFT.” 
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You’ve been warned. 


“OPR4] Duel SSBUS}I| BY PUL YOu Bue] Vapiey quo] ‘AsO ‘BANDA SOPIA ‘pauinbau auoud 9U0}-YINO| ‘uOIssiwuad 


y 40 saevad g] aq asSNP ‘eINUIW/GE OF [122 $0 SOD */9EH-E22-006-1 ANIT LNIH SOGIA 


Ss Udued dae 


eloré the days of stain-free carpets earplugs and th 


“novelty known as mercy things were gene rally quite 


crimson. ‘hat with the slow of wit and the wéak of liml 


spilling their guts on a daily basis, surely you can imagine 


% 


s EIDOS-HINT LINE |-900-773-4367. Cost of call $0.95/minute. Must bed 8 years or havé parent's permission. 
Touch-tone required. | 


a ¥ ry ; 
oe epee £¢ 
Pei adi Mina, eB Se Sr ee ay x wt “*4 
” * a? poe h. - 53 > Awnines ae aa - 4 
= NP . 
}. : yo. “ey 
van > ¥ ~ Gh » 
? Ss Fi te . Gees 
5 ent - RG desc) ame GL 
ek ea 4° : + 


eke Send enemies off in a Dragon’s bile 


blaze of gory 3-D detail. 


eZ Splatter your way through 10 torturous levels 
BP ___ of mazes, corriders, dungeons, and traps. 
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Vex or ventilate 55 contrary denizens including 


Orcs, Dragons, Mummies and Zombies. 
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the érim fan youve missed: Now its tinte for your bath. 
So plunge on in or look away, but make up your mind. 


While you still have a choice. 


www.deathtrapdangeon.com You’ve been warned. 
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©1997 Eidos. Deathtrap Dungeon and Eidos are trademark$ of Eid@s, Plc. PlayStation and the PlayStation logo are ttademarks of Sony 
Computer Entertainment Inc. 
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SNEAK PEEKS! 


Like you, we can’t wait to get an early 
glimpse of some of the hottest-looking games 
in the making. When you’ve finished the 
previews in this month’s issue, check out the 
ones we've got on PC Games Online. There’s 
X-Men: The Ravages of Apocalypse, a stag- 
gering new Quake conversion with all your 
favorite mutant heroes; Excalibur 2555 AD, 
offering a variation for those awaiting their next Tomb Raider fix; Incoming, 
Rage Software’s stunning-looking shooter that uses the highest-end PCs avail- 
able and makes full use of their power; and other fascinating peeks. 


CRACKING THE HOLIDAY 
GAMES—EVEN MORE! 


The game-busting, clue-giving, tip-spilling thrills 
continue, with even more great hints for solving 
the season’s winners. Having trouble getting 
through Byzantine: The Betrayal or Temiijin? 
Visit www.pcgames.com for complete 
walkthroughs of both games. 


MORE HALF-LIFE 


So you liked this month’s Half-Life feature, 
eh? Well, there’s more where that came from. 
Scoot over to PC Games Online for a look at 
pics that didn’t make it into the story. You 
won’t believe your screen. 


SPORTS TALK 


Our Web crew went to EA Canada to talk to the 
minds behind EA’s stellar sports lineup. Check out 
our exclusive Real Video interviews with the FIFA 98 
and NBA Live 98 teams, plus Team USA soccer star 
Roy Lassiter! Only at www.pcgames.com. 


THE FAN 


Here’s more good news for sports gamers: 
Meet The Fan, jock extraordinaire and the 
newest member of our Web crew. Each week, 
he’ll deliver previews, reviews, interviews, and 
tips from the world of sports games. 


THE SNIPER 


Huh? Who just cheaped in Hexen II? Or 
rail-gunned you from above in Jedi Knight? 
That'd be Snipe, that scoundrel. Scope out 
PC Games Online as the most weaselly gamer 
alive discusses playing to win, by any means 
necessary. Honor stops here. 


www.pcgames.com 


GamesvDomain 


We've joined up with Happy Puppy and Games 
Domain to provide you with even more info and 
coverage on all the new games being released! 


SO YOU WANNA BE IN 
GAME DEVELOPMENT? 


You all love to play 
games—ever thought of 
working for a game com- 
pany? Wondered what it’s 
like to be a game producer, 
programmer, or marketing 
rep? Wanted tips for 
breaking into the business? 
Check out our seven-part 
interview series with 
professionals in these and 
other game-related jobs, 
and get a look inside. 


HAPPY PUPPY’S SCOOP 


Practically every games site on 
the Web has a “newsletter” you 
can register to get by email, but 
they’re often just updates on the 
sites sending them, not updates 
on the gaming world, which is 
what you want. Not so with 
The Scoop, Happy Puppy’s gaming newsletter. 


The Scoop is a forum for heated debate about gaming culture and the 
gaming industry, as well as the merits of individual games. Readers write 
columns on topics like the ESRB ratings system; plus, there are quirky con- 
tests with great prizes available exclusively to Scoop subscribers. It’s all at 
happypuppy.com/newsletter/. 


YOUR FAVORITE DOWNLOADS 


Always searching for the hottest downloadable demo? Or maybe you just 
need the newest patch for a game you already have. Either way, PC Games 
Online has got it covered in- 
side our Downloads Section. 
And we’ve taken download- 
ing demos to the next level. 
How many times have you 
spent hours downloading a 
game just because the title 
sounds halfway decent, but 
after playing it for a minute 17, \ a @ ae — 
you’re ready to puke in utter a Lodhi ook aed a I eo 
disgust? Us, too—that’s why, : 
with most demos, we’ve in- 
cluded a short review. See the previous page for a sample of some of the 
many demos you can download from PC Games Online. 


eve Oemos This Month 
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nx 1997, MCI TELECOMMUNICATIONS CORPORATION. ALL RIGHTS RESERVED The games network 
EPLAY is a trademark of British Telecommunications, plc, and is used with permission. 
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“ Excalibur. \ | 


Featuring over200 locations, 60 different 
characters, fill Speech, and incredible realisti 
light-sourcing, Ext 
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“_..could well do for.gD action adventures what 
Tomb Raider did for, 3D platformers’ 
— Fdge 


“Excalibur 2555 is.one pf the most unigu 
3D games‘ever... a really, really cool game’ 
— Diehatd Gamefan 


Tel.: (315) 393-6633 Fax: (315) 393-1525 
To order, visit your retailer or call{1-800-447-1230 
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Question of the Month: 
Team Play? 


Call us cutthroat, selfish—whatever. But here at PC Games, there’s an aspect of multiplay that, when we're 
not reviewing a game, often goes unheeded: cooperative play. In Jedi and Quake, it’s every psycho for 
himself; in Age of Empires, we don’t give a damn about helping a fellow staffer build his foundation. How 
about you? Do you like working together to take down the opposition, or do you think it’s weak? Why? 
One randomly chosen letter-writer gets a free game and PC Games T-shirt. Send your collaborative or 
self-centered thoughts to PC Games, 951 Mariner’s Island Blvd., Suite 700, San Mateo, CA 94404; 

fax: 650-349-7482; or email: pcgamesletters@pcgames.com. Please include your full name with each letter 


Starfleet Stories 

I must say that Starfleet Academy is the 
best Star Trek game yet. The ships 

are incredibly beautiful, and with a 
3Dfx card, it puts 25th Anniversary 

to shame. Each ship has its own unique 
handling characteristics, and there are 
ships never before mentioned, like a 
Klingon supercruiser. This is a most 
excellent game. 

Trevor McManus 

Via email 


PC Games used to be my favorite magazine for 
game reviews—until you boneheads allowed Don 
St. John to review Starfleet Academy. I’m a hard- 
core Trek fan, and I waited three long years for this 
sucker to come out. The opening sequence was 
great; after that, the game took a downward dive it 
never recovered from. The ships’ radar is flawed 
and inaccurate. Captain Kurts’ [sic] acting has hit a 
new low—he looks like he’s reading a teleprompter. 
There are no shield indicators, there’s no outside 
view, the graphics are a letdown, and there’s no 
invincibility option. How could you give this piece 
of crap an A? 

Mike Naselli 

Via email 


Thanks for your thoughts, guys. Here to defend the 
USS PC Games against Mike's barrage is our very 
own Don St. John: 

Gee, I just call em as I see ’em, y know? | 
must've missed Captain Kurts; maybe he’s piloting 
a cargo freighter in the Net Profit scenario. I’m 
reasonably sure that I didn’t praise Shatner’s acting 
in this, though. I haven't found any problems with 


the radar—I have no trouble pinpointing enemies. 


oo a a 
- Pd - 


ss - 
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The graphics? Hey, there aren't too many ways to 
render stars, last I checked. A training simulator 
(remember, you're not flying an actual ship) isn’t 
going to have an outside view. I could go on, but 
that A was for a simple reason: This game is a hell 
of a lot of fun across the board. —DS] 
Olid Games Rule 

Regarding November’s Face-off (“Oldies but 
Goodies?”), I enjoy the lavish graphics and killer 
sounds (and soundtracks) of today’s games, but, 
alas, Scarface has it right: Few games right now 
captivate me the way the old games did, with a few 
notable exceptions. 

In fact, I recently traded most of my newer 
games in. Among them were such illustrious titles 
as Redneck Rampage, C&C: Red Alert, and (gasp!) 
Duke Nukem 3D. Sure, they have nice graphics and 
killer sounds, but they lack the depth to keep me 
engrossed longer than two or three days. When it 
comes to games that hold my interest and offer me 
hours of intense gameplay, I find myself replaying 
my old Masters of Magic games. 

Mark Konstanz 
Via email 
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Regarding the “Oldies but Goodies?” discussion, 
I’m inclined to side with Wirehead. The average 
quality of games has spiked upward enormously 
this last year, which I think is a boon for con- 
sumers. LucasArts has done a fine job of weaving 
a clever, interesting, and in many cases hilarious 
storyline into several of its more recent offerings 
(I’m thinking of Full Throttle and, judging by the 
demo, The Curse of Monkey Island), and I see that 
the general trend seems to be toward incorporating 
richer storylines and dialogue. 

Peter Otte 

Via email 


““Special?"*’ Maybe Not... 

I recently found out about Need for Speed II: 
Special Edition, and how it has only four new cars 
and one new track but includes 3D acceleration. I 
contacted EA to see if it’s going to release a 3D 
patch for those of us who bought NFS II before the 
“SE.” I got an email back saying no, but EA would 
give me a “discount” if I bought NFS II. 

I would pay for a new game if and only if it had 
more to offer than four cars and one new track plus 
3D acceleration. I can’t believe that EA is treating 
its customers like this. I pay $50 for NFS II soon 
after it comes out, and now, five months later, 


there’s a “Special Edition” out. That’s BS, if you ask 
me. The least EA could do is offer a 3D patch, but 
no—you have to pay the discount price. I’d pay, 
say, $25 for an add-on disc, but I’d hate to have to 


buy a whole new game just ’cause they’re going to 
be jerks about it. 

Others should know what kind of tactics EA 
uses. Basically, don’t buy any EA-affiliated game 
until six months after it comes out, because more 
than likely an “SE” or “Gold Edition” will have 
been released by then. What do they think—we’re 


made of money? I think EA needs to wake up 

and realize that there are 500 other games out 

there besides the ones it makes, and it’s lost my 
business forever. 

Brian Graber 

Via email 


You’ve touched on a heated issue there, Brian. On 
the one hand, we agree that these days, it seems 
unfair for companies to make options like 3D 
acceleration part of a follow-up to a game, when 
other gamemakers are either including them with 
the initial release or offering them free via patch. 
After all, who wants to buy an unfinished game 
when they have to pay later to make it “complete”? 
Then again, EA had to redo the art for NFS II: SE 
to incorporate 3D acceleration (work on the game 
began before 3D was the big thing), which means 
the downloadable patch would have been 100oMB- 
plus. Also, the new cars and track are pretty cool, 
and the $20 discount EA 1s offering makes NFS II: 
SE about $30—only $5 more than what you say 
you'd pay for an add-on. We tend to side with you 
as gamers, but recognizing that this is a complex 
issue, we chose to make it the subject of this 
month’s Face-off. Check it out. —Ed. 
Shadow Woman 
The last thing I expected to see in 
your November Shadow Warrior 
review was Usagi-chan from Sailor j 
Moon. YES!!! PLEASE tell us | . 
where she is in the game—I a' 
spent two hours walking , 
around Level 18 try- 

ing to find her. 

P.S. For more info on the fight to bring 
Sailor Moon back to US television, go to 
looney.physics.sunysb.edu/sos/. 

Tanis 
Via email 


Sure thing, Tanis (and you weren't the only reader 
delighted by this cameo appearance). In the 
Floating Fortress level, below decks on the big ship, 
you'll come to a spot with several lockers. Enter the 
one labeled D. Jones and click on the back. It'll 
open to reveal the hidden room with Usagi-chan. 


Pretty cool, eh? —Ed. 


Gaming Tahoos? 


You're an unscrupulous bunch, the 
whole lot of ya! Or, at least, that’s what 
the responses to November's Question 
of the Month (Gaming Taboos?) would 
suggest. We asked whether you 
thought any subjects were off-limits in 
the world of gaming. Your overwhelm- 
ing response: Nothing should be 
off-limits. Congratulations to Peter 
Kempert, whose [etter (printed below) 
was chosen in our random drawing for 
the free T-shirt and game. Thanks to 
everyone who contributed! 


Because the gaming community is made 
up of many different kinds of gamers 
with varying opinions and views, there 
can be no set rule for what's allowed in 
a game and what isn't. Everything 
should be in moderation—we shouldn't 
get carried away—but | don't think that 
the rules of media should apply to 
computer games. Restricting what 
games can and can't be made would be 
an infringement on our freedom as 
members of a democracy. 

Richard J. Munz 

Via email 


I don't think there should be any type of 
limits or any kind of rules in games, TV, 
movies, or any kind of media, because 
the point of playing games or watching 
a TV or a movie is to see or play ina 
world that isn't real. 

Hyunsoo Moon 

Via email 


Games don’t need sexual material to 
be good—just look at Command & 
Conquer and Need for Speed. Sex 
shouldn't be banned from computer 
games, but companies should make a 
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note on the box, the way Duke 3D does. 
Stores selling these games should 
enforce such ratings, and not sell these 
games to minors without parental con- 
sent. I'm a teenager and I love computer 
games, but sex is not needed. 

Toby Kavukattu 

Via email 


I think that sex has no place in today’s 
shoot-the-crap-out-of-the-bad-guys- 
until-your-fingers-start-to-bleed-then- 
beat-the-feces-out-of-them-with-clubs- 
axes-fists-or-feet games. Other types of 
games, like The 11th Hour, may need at 
least a little, so they have a good 
storyline. 

Richard Maertz 

Via email 


I don't think there should be any gaming 
taboos, and | would encourage 
gamemakers to explore some of the 
“touchy topics” like sexuality, violence, 
and race relations with more gusto. 
Phantasmagoria: A Puzzle of Flesh did a 
wonderful job pushing the taboos of sex- 
uality aside and using them to make a 
game more intense and exciting. | would 
enjoy seeing more sex and nudity, espe- 
cially in other game genres. I'm 26. I'm 
an adult. | enjoy and know the difference 
between fantasy and reality. I'll buy a 
game with the nerve to stand toe-to-toe 
against those things our society fears to 
face. And there are many others who 
will, too. Now all the game manufactur- 
ers need to do is make them. 

Peter Kempert 

New York, NY 


Gamers SEEKING GAMERS 


Seth Franks 
Ray Martino 
Adam Reuter 


tiger232@juno.com 
keylar1@juno.com 
duke3dfreak@hotmail.com 


Looking to meet fellow gamers? Send us your full name 
along with an email address, postal address, or fax number, 
and we il do our best to fit you in on our ongoing list. 
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ACTIVISION. 


Over-the-Top Action 


‘Blast your way through 
complex levels of unholy 
terror as you investigate 
the secret source of the 
crime epidemic plaguing 
the city. 


saiks  ceatial 


Hyper-Interactive 
Environments 


Walk, run, swim, and 
even drive through six 

_ distinct worlds enriched 
with beautiful graphic 
detaihand a rich inter- 
woven story line. 


Never-Before-Seen 
Weapons 


Your arsenal includes 
laser-Sighting sniper 
rifles, remote-control 
detonation devices and 
extreme weapons so 
powerful they will rip 
you apart. 


- 


Multiplayer Sinfests 


Get into some of the 
most intense DeathMatch 
levels ever created as you 
annihilate others over 
modem, LAN and 
seamless Internet play. 


coming spring 1998 
on windows’95/ NT CD-ROM 
¥ WWW. activision.com 
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f you think the publishers of your favorite 

games are suffering identity crises, you’d be 

right. Take Falcon 4.0. If it finally does fly 
off the tarmac next spring, it’ll have battled 
through at least three different corporate per- 
sonas—Spectrum HoloByte, MicroProse, and GT 
Interactive. In case you haven’t heard, MicroProse 
is merging with GT Interactive. If the $250 million 
deal is approved by shareholders and regulatory 
agencies, the marriage will be consummated by 
January 1. 

Why does MicroProse, one of the biggest players 


in the publishing biz, 


Life Goes 


have to merge at all? Brutal economics. 
“The industry has gotten a lot tougher in the 
last couple of years,” says MicroProse’s CEO Steve 
Race. “Today we have to maintain predictable 
quarterly financial performance—it’s not just about 
making great games and shipping them whenever.” 
Race says MicroProse realized that growth in 
the game industry 1s going to become increasingly 
difficult, and a radical change in business plan has 


become more attractive. 


M1 Tank Platoon Il 


But what do such changes mean for the MicroProse 
titles gamers want to play? At least for now, it’s full 
speed ahead on its slate of early 1998 releases. In 
addition to the long-awaited Falcon 4.0, M1 Tank 
Platoon II is rolling right along toward a spring 


release. M1 joins recent tank games from 
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Interactive Magic, NovaLogic, and Zombie, but an 


early look at work in progress revealed some stun- 
ning SVGA imaging. True, 3Dfx support is planned, 
but this is one occasion when SVGA may be prefer- 
able. The clarity of detail, visual perspective, and 
vehicle physics are surprisingly good. 

M1 will ship with five geographical campaign 
scenarios: Russia invades Poland, Ukraine invades 
Moldavia, Siberians revolt in Vladivostok, Iraq 
invades Saudi Arabia, and Libya invades Egypt. 

In each scenario, players can choose to lead either 
an armored army regiment, a cavalry regiment, or 
a marine unit. Expect 18 battles to be split between 
the lot. Each battle itself will be broken down into 
daily engagements, the battles lasting up to three 


continued on page 43 


Air Warrior Retrofit 

Sick of getting beaten up for Air Warrior’s dated 
look and feel in the face of stiff competition, 
Kesmat’s overhauling the perennial online flight 
sim. Well, actually, it’s a tag-team overhaul—the 
boxed version of Air Warrior (called Air Warrior II 
and released by I-Magic last February) is getting a 
face-lift as well. The resulting product will be, you 


guessed it, Air Warrior III. 


AWIII will feature support for Microsoft’s D3D, 
which means your 3D accelerator will no longer 
be ignored. The early beta we flew did look 
dramatically better than AWI]—particularly the 
terrain—but that’s really not saying much: AWII’s 
graphics were a throwback to the early ’90’s at best, 


if you ask us. 


The boxed version of the game will include 
six new campaigns, four of which are based in 
the Pacific theater. Four new Pacific-theater 
aircraft are included as well: the Japanese Kate, 
Oscar, Val, and Zeke. Improvements to the full- 
screen views and enemy Al are also planned. All 
of AWII’s missions will be included, bringing the 

ussion total to a whopping 450 and the plane 
total to 40. 

AWIII’s sister product, Air Warrior 3D 
Online, will feature persistent historical engage- 
ments aimed at involving everyone in the 
community in aspects of online flying. AW3D 
Online will be accessible via the GameStorm Online 
Gaming Service, and free time on AT&T’s 
WorldNet will be included with the boxed game. 

Air Warrior III should take off from a tarmac 


near you by February. 


Redneck Roadtrip 

Hey! You didn’t think the Redneck Rampage Cuss 
Pack was the last you were going to hear from 
those good ol’ boys from down south, did you? 
The aliens are dust, but Leonard and Bubba are on 
the road again with Suckin’ Grits on Route 66. 
This RR add-on pack (you'll need the original 
game to play) features 10 new levels and may even 


give Chevy Chase’s Vacation movies a run for their 


money in trashy road-trip anarchy. While you 


may see Elvis and Billy the Beer Drinkin’ Goat 


(how many of you are old enough to remember 


Jimmy’s C.’s brother?), you won’t see the Xatrix 


banner. This add-on was put together for Interplay 


by Sunstorm. 


See the Judge 
D’oh! Remember that $100 million lawsuit 3Dfx 
slapped on Sega and NEC, after Sega canceled its 
plans to use Voodoo 3D technology in favor of 
PowerVR? Misery loves company and the lawyers 
get rich because 3Dfx has amended the suit to 
include NEC’s PowerVR partner, VideoLogic. 3Dfx 
is worried that its proprietary 3D technology devel- 
oped in concert with Sega’s upcoming console system 
may have been transferred to PowerVR, and that 
continued on page 41 
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BETTER GRAB YOUR LIGHTSABER. JEDI KNIGHT™: 
DARK FORCES® If CONFRONTS YOU WITH THE 


JOYS OF JEDI KNIGHTHOOD. INTER-GALACTIC 


SSASSINS ABOUND ON SINGLE AND MULTI-PLAYER 3-D 


THE SINGULAR INTENT OF PUTTING 
OUR SKULL ON A STICK. AND THERE’S NO JOY IN THAT. 


LEVELS, EACH WITH 


1997 Lucastilm Ltd. AN Rights Reserved. Star Wars, Dark Forces and the LucasArts logo are registered trademarks, and Jedi Knight ts a trademark of Lucasfilm Ltd., used under authorization 


www.lLucasarts.com 


4 v Wing —, Prophecy | 
—should be ‘out, Wh 


hile. so 
game will boast impressive 
technical — specs, including» 
some of the most amazing 
visuals seen ina space shooter, — 
you should notice something’ s. 
missing: multiplayer support. | 
Origin had been advertising — 
extensive multiplayer options | 


Wing Commander: Prophecy 
will ship without multiplay. 


up until just before the game 
was due to ship, then backed — 
away. The reason? Well the 
company eee lin ic : 
didn’t feel” iltiplayer 
element—particularly : Internet 
play—was up to snu 
decided to hold off on it. 
(Sounds more to us like — 
they would've missed the cru-. 
cial holiday season if they kept 
their word, but...) Ins 
- completely separate Wing — 
Commander product will be _ 
released next year that'll be — 
multiplayer-focused—perhaps - 
- much like LucasArts’ X-Wing 
__ vs. TIE Fighter, according to one 
Origin spokesperson. Another 
possible option is a multiplayer 
expansion pack, which many — 
people felt was a more apt 


How do you get past 
the green lady? 
Read the book. 


ALT THORIZED 
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Activision Signs 
Book Deal 
Strategy-guide publisher Brady 

Games has signed a deal with Activision that gives the 
publisher an exclusive option to publish guides to 11 of 
Activision’s computer games in 1998. The 
companies have collaborated since 1994, 
most recently on Dark Reign, Hexen II, 
Zork: Grand Inquisitor, and Heavy Gear. 
Prior Brady strategy guides for Activision included the 
Official Zork: Nemesis Strategy Guide and the 
Official Guide to Spycraft: The Great Game. 


3DO into the Closet 

Now that its hardware business has been sold 
off, 3DO isn’t so sure that its name carries as 
much weight in the marketplace, especially where PC 
games are concerned. Therefore, the broad designs 
behind building up grand 3DO Studios via acquisi- 
tions of smaller developers has devolved. Rather, 
3DO management has decided that if a game 
comes out of either the New World or Cyclone 
studios, it will retain that studio’s banner. 
Would Uprising more likely be considered a 
Cyclone game or a 3DO title by gamers? 
Apparently, research showed that gamer 
recognition of New World and Cyclone 


Cyclone games won't carry 
the 3D0 logo in the future. 
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lisher for the titles. Development work 
continues, and if Valkyrie gets a distribu- 


We thought you’d 
like this. 


was higher than that of 3DO. So much so that actual 
3D0 titles such as Meridian 59 will carry a Cyclone 
or New World logo. 


Not Dead Yet 
One of the casualties in the rush of major entertain- 
ment conglomerates to shed 


. a Maya is a | 
their game divisions was character in 4 
Viacom New Media. But the Septerra Core. ,% 


team behind Viacom’s RPG 
Septerra Core wouldn’t die 
with its employer. The group has 
started its own company, 
Valkyrie Studios, and it’s 
gotten permission to 

look for a new pub- 


tion deal, the game may 
be completed by the end 
of 1998, 


More Star Wars Toys 
Go ahead, admit it: you 
probably have your 

share of Star Wars 


toys littering your 
home and/or office. 

That's OK—we do too. So here’s 

some news to whet your appetite a 

little: Action-figure licenses to the 
second trilogy have just been awarded to 
Hasbro and Galoob. The two companies 
won out against Mattel and Playmates, 
and Galoob will end up paying $140 in 

royalties plus 20 percent of its stock 

for the privilege. Neither firm would 
disclose its toy plans for the upcoming 
three films, which will be released 

mn 1999, 


Former Bullfroggers Team Up 

Three former members of Bullfrog’s team have started 
their own design studio, Mucky Foot, based in Guildford, 
England. Mike Diskett, Guy Simmons, and Fin McGechie’s 
first independent title will be called Dark City. There are 
no details yet on what kind of game Dark City will be, or 
when it might see the light of store shelves. Diskett was 
project leader and lead programmer on Syndicate Wars, 
Simmons was project leader on the cancelled Creation, and 
McGechie was lead artist on Magic Carpet. The three have 
signed a worldwide distribution agreement with Eidos. 


—George T. Chronis 


IN) the Wire Cont. 


NEC and VideoLogic may have lured Sega to 


breach its agreement with 3Dfx. Sega, NEC, 


and VideoLogic deny the charges. 


More Noise 


Lawsuits aside, VideoLogic really would 
rather talk about its entry into 3D audio. 
Although specifics didn’t arrive at PC Games 
until after our A3D update story in 
Technobabble went to press, VideoLogic is 
moving in on Aureal’s emerging all-in-one 
PC] audio empire. Unlike Aureal, 


is building its own boards, and it’s sourcing its posi- 


VideoLogic 


tional 3D audio from QSound. Right now, details 6MB Apocalypse SD Sonic will go for $299, while 
are sketchy, but Aureal claims the $99 SonicStorm the 8MB version will top out at $329. 

will support Aureal’s A3D format, which means 

A3D games in development would work just Nightmare on the PC 

grandly. VideoLogic says the SonicStorm will also Like Resident Evil, Kalisto’s Nightmare Creatures 
have Sound Blaster Pro support. If you’re the is making the jump from consoles in a 3D-only 


adventurous sort, 
VideoLogic is 

adding its 3D 

audio to the 
Apocalypse SD video 
accelerator. The SD, 
which 1s already an all-in- 
one 2D/3D video card, will 
now come in special versions 


with the Sonic package. The 


version from Activision this winter. 
Both D3D and PowerVR support 1s 
expected, but no specific Glide 
support for 3Dfx boards is slated 
at this time. Activision says 

za gamepad support will be 
included. The fighting game 
takes place in 19th-century London 
and pits two heroes against a host of 


monsters. .—George T. Chronis and Steve Klett 
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It’s Battle.net-only for Starcraft. 


Exclusive 

Blizzard has made it official: Battle.net will be the 
only place you’ll be able to play Starcraft online. 
Online time will be free, and players will be able 
to access Battle.net via a single button-click. 
Starcraft will support games with up to eight 
players. New to Battle.net when Starcraft ships 

(it should be available when you read this) will be 
support for unique player IDs, allowing registered 
players to be counted in a worldwide ranking 
system for tournaments and statistics. To date, 
Blizzard has signed up more than 1 million people 
on Battle.net. 


Motorola Calls It Quits 
Want a decent 56K modem for cheap? Motorola 
had difficulty competing with less-expensive 
imports, so it’s getting out of the 33.6 modem 
business and slashing prices on its super-fast 
56Ks to $99. The company says it will 
continue making high-end modems. 


Simutronics 

Defects to Globe 

Although GemStone III, DragonRealms, 
and CyberStrike MUD gamers may 
have been worried about where they 
were going to chat when Simutronics left 
AOL recently, the service has linked up 
with The Globe at www.theglobe.com. 
The Globe will provide customized chat 
rooms for each of Simutronics’ games, 


and players will be able to 
link to those rooms easily 
upon exiting the games. 

To help build individual 
communities, instant mes- 
saging, email, and personal 
home pages will also be 
supported. 


HEAT Goes Live 
Those freebie beta-test days 
are gone. SegaSoft’s HEAT 
game service has gone live 
with a two-tiered service and 
premium pricing plan. Sign 
up with the Perimeter registration and you'll be 
able to play most of the games on the service for 
free. For $5 per month or $49.99 
per year, online mavens can get the 
Premier plan, which lets members 
into all areas of the service. HEAT 
will also award bonus points 
(called Degrees) for time spent on 
the service. These can be redeemed 
at the HEAT store for games and 
other service paraphernalia. 


They Came 
From the Military 
Ever since the end of the Cold 
War, a lot of folks who used to 
design simulations for the 
Pentagon have been trying to 
cash in online. By the time you 
read this, one of the fruits of these efforts should 
be out of beta. Terra: Battle for the Outland is an 
action game that leans 


GemStone Ill chats are 
moving to The Globe. 


heavily on technology 
used to train US and 
NATO troops in the finer 
arts of combat. Kaon 
Interactive claims thou- 
sands of players will be 
able to interact at once. 
You can check it out at 
www.kaon.com, but if 
you choose to stick 
around, it’ll cost you 
$9.95 a month. 
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TA Online 

Online-game services are jumping on the Total 
Annihilation bandwagon. Soon after Cavedog’s 
real-time strategy game was released, it was 
playable on Kali and TEN. In the latter case, it 
turned out to be the first 
game that could be played 
for free following TEN’s 
conversion to tiered pricing. 
By the time you read this, 
Total Annihilation should be 
supported on Mplayer, 
HEAT, DWANGO, and 
WirePlay. 


Cable Modem 
Future 

Two years ago, gamers were 
told that high-speed Internet 
access would come through 
a telephone line. Times 
change, and now research 
firm Forward Concepts says cable modems will 
dominate residential hookups, estimating that 7 
million cable modems will be installed in North 
America by the end of 2002. The firm drew its 
conclusion based on estimates that cable-modem 
prices will drop below $150 by that time, while 
digital subscriber-line technology that hooks up 

via phone lines will remain more expensive. Why 
should you find this interesting? Right now, cable- 
modem hardware is capable of downloads as fast 
as 1OMB to 20MB per second. Uploads are averag- 
ing between 1MB and 2MB per second. If the cable 
companies can handle that kind of bandwidth, 
cable modems could make everyone low-ping 


warriors in Quake II. —George T. Chronis 


weeks. Regiment commanders can set up battle 
plans, call in infantry and air support, and then let 
the AI take over to fight the battles, says producer 
Scott Spanburg. 

If a more hands-on approach is desired, players 
can fight in a tank from the commander’s perch or 
gunner’s seat. But don’t expect to be taking your 
tanker on the Internet. Spanburg recommends net- 
work multiplayer games, unless you have access to a 
T1 line. Five people can play—four cooperatively, 
the fifth as an enemy commander directing AI forces 


against the others. 
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MechCommander 

In the same way that Dominion Storm was spun 
off from G-NOME, MicroProse has been working 
up MechCommander from MechWarrior 3. At 
first glance, it doesn’t look like this spring release 
will be much different from the many other real- 
time strategy games flooding stores. But use the 
zoom feature to get close-up on the 20 or so mech 
designs, and you'll find finely detailed and articu- 
lated animations. The action takes place on the 
temperate world of Port Arthur, where players 
take up arms for the Inner Sphere only. In multi- 
player games there’s no forced allegiance, and 
pilots can outfit and customize their mounts at 
will. A maximum of six people can play in three- 
on-three matches. Free-for-all deathmatches are 


a possibility too. 


Mech 3 
On a side note, there was some uncertainty as to 
which engine would power MechWarrior 3. 


MicroProse con. 


MicroProse had already come up with its engine 
choice, but FASA had also gotten pretty far into its 
own engine development. After concluding that 
FASA’s design wouldn’t run on a majority of 
Pentiums out there in 1998, the companies decided 
to go with MicroProse’s entry and continue to 
develop FASA’s for MechWarrior 4. 


Starship Troopers 
Moving onto summer action, MicroProse has 
pushed up Starship Troopers, hopefully to coincide 
with the expected home-video release. 
The designers’ goal is to create game- 
play based on situations in the 
original novel, while incorporat- 
ing the look of the movie. There’s 
also a possibility that Starship 
Troopers will be 3D-card only. 

The situations in the game 
take place five years after Earth’s 
first bug-horde encounters 
depicted in the film. A whole new 
engine has been developed to 
pump out “vast numbers of poly- 
gons,” says producer Simon 
French. “We also wanted a long 
line of sight so you could see out 
to the horizon.” 

The engine also has to support 
up to 25 people in multiplayer games. French says 
the large number of players is necessary because he 
wants to encourage cooperative play, and gamers 
will often be confronted with hundreds of bugs, so 
one soldier against the universe 1s a little naive. But 
there will also be practice 
matches where players can 
launch planetary drops 
against each other. 

Solo players will also drop 
with 24 AI squad-mates to 
carry out an as yet unspecified 
number of campaigns. Each 
campaign will feature 30 to 
40 missions. Players who do 
well will be offered promo- 
tions. Take the promotion, 
and you'll get more strategic 
gameplay options. Pass on it, 
and the game will remain 


totally action-oriented. 
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The Rest 

The long-delayed European Air War World War II 
flight sim now has a spring landing pattern. Your 
tour of duty as an American, German, or British 
pilot will be played out during the 1943 through 
1945 period. Also due at about the same time is 
the 3D superhero action game Guardians: Agents 
of Justice, as well as Addiction Pinball and 
Ultim@te Race Pro. Guardians features 10 super- 
heroes, plus a hero generator so you can breed 
your own; Addiction Pinball is supposed to have a 
highly realistic physics model; and Ultim@te Race 
Pro 1s slated to support 15-person Internet and 
LAN games on 18 tracks. By this fall, the Unreal- 
based Star Trek: First Contact should be ready for 
Trek fans with an action twitch. 

But what happens to MicroProse after next 
summer, when all these games are released? There 
will be changes, Race says, but most of them are 
still uncertain. A transition team made up of GT 
and MicroProse staffers is currently investigating 
issues arising from the merger. 

Chances are good that MicroProse will not 
be hindered in its long-term development plans. 
Race says GT was interested in merging with 
MicroProse specifically for its five game studios. 
He adds that GT wants to bolster its home-grown 
game creation and distribution business, and cut- 
ting back on game development would work 


against that goal. 


—George T: Chronis 
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Holy Surround-Sound 


Tired yet of all these three-speaker systems that 


claim to deliver the same “surround-sound” quality 
as a five-speaker system? We are too. But this one’s 


caught our eye, and soon—hopefully—our ears. 
Boston Acoustics, well known in home-audiophile 
circles, is targeting your computer with its new 
Media Theater three-speaker system, which sports 
digital Dolby Pro Logic decoder and a digital 
Virtual Dolby Surround processor. The system has 
a 12.5-by-6.5-by-12.5-inch subwoofer and two 
satellite speakers roughly the size of softballs. 


If anyone can pull off the three-speaker surround- 


sound Holy Grail, it could well be BA. (At $350, 
it'd better). And, if you still don’t buy the “virtual 
surround-sound” line, you can add an optional 
fourth surround-speaker to the mix, and the virtual 
surround-processor 
will be disabled. 
MediaTheater 
should be available 
now—look for a 
review in next 
month’s PC Games. 


Back in Black 
Now that Intel is push- 
ing PCs in the living 
room, the color of 
your computer com- 
ponents will become an issue with your wife, 
girlfriend, or mom. Do the colors match the stereo 
equipment, the entertainment center, and the 
drapes? You know the drill. Well, ProView has 
heard the music and put together its SA monitor 
series—all in black. Although the 14- and 15-inch 


Toys 


models can be ignored by gamers, the SA-768-B 
is a 17-inch screen with a .28 dot pitch. Expect 
street prices to be just over $500. Larger-diameter 
monitors in this series are in the works. 


Cheap 1GB 
Still stinging from the Zip wars, SyQuest is 
mounting a counterattack in the large-capacity 
removable-cartridge battle—and it’s targeting 
gamers. SyQuest believes there are a lot of gamers 
out there with hard drives full of titles they don’t 
want to delete. The 
theory goes that many of 
these players are too 
scared to install a 
larger drive on 

their own. Enter 

the SparQ, a 1GB 
removable cartridge 


Gray 


that runs off a parallel © 
a _ port and looks a lot 
like a Zip drive. Unlike 
the Zip, access times are 
around 12ms, making the SparQ fast enough to 
run games from. SyQuest also redesigned its car- 
tridges to be rugged enough to take rough handling 
well. The penalty is that SparQ won’t mount other 
existing SyQuest cartridges. The unit will come in 
external and internal models and will street for 


$199 or under. Cartridges will cost $39 apiece. 


Don’t Read This 
Sucker! You know about Pentium IIs 
and what obsolescence they’ve 
wrought on your trusty P120. Prepare 
for further depression within a year. 
Intel has a plan for life after Pentium 
IIs, and it’s called [A-64—although 

the rest of the world will likely refer 

to the new processor as P7, or by its code 
name, Merced. 

Developed with Hewlett Packard, the IA-64 
stands for 64-bit, and the P7 will introduce a 
totally new architecture family to the PC. What 
that means for the performance of existing 32-bit 
games is unknown at this time. The P7 could be 
radically different enough from the Pentium II 
family that existing games would run in an emu- 
lated 32-bit window at speeds little better than 
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you'd see on a PII today. But in the long run, it 


would be foolish for game developers not to lust 
after 64-bit processing power. 
As long as Intel kept quiet about the P7, 

it was safe to not worry about further CPU 
obsolescence, but PC makers like Dell are start- 
ing to make statements about “future” IA-64 
workstations and “ensuring” optimized 
applications. That usually means 
we're going to see product introduc- 
tions within a year. So, the good 
news 1s that Pentium II prices will 
likely plummet when the P7s arrive. 
The bad news is obsolescence sucks. 


Intergraph Joins 300MHz Clan 
Got $1,969 in the bank? Cash it out and send it to 
Intergraph. That’s what it will cost you to buy its 
entry-level TD-225 300MHz Pentium II. For the 
cash, you'll get a case, 64MB of memory, and a 
SGB hard drive. As noted above, chip prices are 
coming down and 300MHz Pentium II production 
is starting to ramp up, so expect server-style power 
to continue to get cheaper. Like Dell and Micron, 
Intergraph 1s a direct-channel computer maker that 


will build a system to your specifications. 
—George T. Chronis and Steve Klett 
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Reader Rabbit 1: Deluxe Children’s Ed. 5110705 manele 
WIN3.1/WC 486/66 or MAC 68040, 8mb Command & Conque Str. ategy Game 5050208 
Logic Quest Children's Ed. 5110200 DOS/WIN3.1/WC 486/66 8mb o or MAC PMAC, 12mb 
WIN3.1/WC Pentium, 8mb Phantasmagoria: 
Pod (MMX compatible Arcade Style 5108709 A Puzzle Of Flesh Adventure 5102801 
WIN "95 Pent120, 16mb WIN "95 Pentium, 12mb 
Rama Adventure 5092002 Phantasmagoria interact.Game 5004502 
DOS/WC 486/66 or MAC 68040, 8mb DOS/WIN3.1/WC 486/66 or MAC 68040, 8mb 
MiKinder ante . Children's Ed. 5128400 ptt Ly Loa : interact.Game 5054309 
vi /66, 8mb or MAC 68040, 12mb , om 
Net Accelerator Utilities 5120605 Uninstaller WarCraft Battle Chest Resume Maker Deluxe CD Home/Personal 5050703 
WIN ’95 486 8mb Utilities 9126107 trategy Game 5123807 WIN3.1/WC 386/33. 8mb. P 
SP utrost 2: Divided Destiny Strategy Game 5129101 WIN "95 486/66, mb DOSMWIN 3.1/WC 486/33 or 3D Ultra Pinball: Creep Night Arcade Style 5088208 
WIN °95 Pentium, 16mb MAC 68040, 8mb WIN3.1/WC 486/33, 8mb or MAC 68040,12mb 
SRNL ate I Oe RR TEES BOE AL NE NERS RIE EA Pp t Arti st 4.0 p 5089305 Lees Phe porn’ 14 Interact. Game 5004700 
How To Select CD-ROMs For Your $ la rg trae 5 ee 386 or MAC LCIll, 4mb 
Each selection includes the following important information: aalsey 33 or MAC 68030 oe a 5123500 lag grb spare a Language Tutor. 5043401 


minimum system required, minimum CPU required, minimum 
amount of RAM required, and required peripherals in addition to 
a mouse and keyboard (J=joystick, P=printer). 


sey 
DOS/WC Pent90, 8mb 
Duke Nukem 3D: 


inks LS 1998 Edition 
ee a) f 


21702 


ic Editi cade Style WIN "95 Pent90, 1 
For all titles, the minimum system i uirements recommended (unless eee i — id W sie. et om 
otherwise indicated) are: Hardware: SVGA monitor (256 colors), sound sal Page S hildren's Eq _— 5125703 a 
card, 40mb hard ine double speed CD-ROM drive. Pepto! System: Reeshall Do 98 ts — 5124904 WIN3./WC 486/33 or 


DOS 5.0, Windows 3.1, Macintosh System 7.0. (WC=WIN 
WIN ’95 =designed for Windows ‘95 only. Pent=Pentium 


‘95 compatible.) 


A whole new way to get the most exciting CD-ROMs - 


WIN "95 Pentium, 16mb 


MAC 68030, 8mb CD-ROM DIRECT 


games, reference, edutainment and more — all at great prices! Just write in the D Palin House @s* ROM Direct Bisoningtan, IN-474 an Leake ry Court, 
selection numbers of the 2 CD-ROMs you want for $4.95 each, plus shipping and Yes, 0 Brie ermine aes: he tearres cated wn Ris eteimant ban rerdes (eases - st 
handling. In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at aly eae rea i ces abies tan iaaaeen . re 


our regular prices (currently as low as $29.95, plus shipping and handling) — and 
you may cancel membership at any time after doing so. What's more, you can get 
one more CD-ROM right now for the low price of $19.95 and have less to buy later 
(see complete details in coupon). 


Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
times a year) reviewing our Featured Selection — plus scores of alternate choices, 
including many lower priced CD-ROMs. And you may also receive Special Selection 
mailings up to four times a year. (That's up to 17 buying opportunities a year!) 


Buy only what you want! If you want the Featured Selection, do nothing - 


Buy your first selection now and have less to buy later! 
irst selection for $19.95 pius $1.75 shipping/handling which I'm adding to my $13.40 


|] Also send my f 


payment (total $35.10). | then need to buy only 3 more (instead of 4) in 2 years . 


it will be sent automatically. If you'd prefer an alternative selection, or none at all, just Please check how paying: __| My check is enclosed (BYX/BY1) 
mail the response card always provided by the date specified. You'll always have 14 ee ee CD-ROMs and future CD-ROM Direct ourchases to (BYY/BY2) 
days to decide: if not, you may return the selection at our expense. _ ee tek | ere Ss re eae el . : 
Money-Saving Bonus Plan. If you continue your membership after OO ee 
fulfilling your obligation, you'll be eligible for our generous bonus plan. It enables you : 
to enjoy great savings on the CD-ROMs you want - for as long as you decide to vumbe Exp. D Signature 
remain a member! My m main CD-ROM interest is: (check one) |! u are always free to choose from any category. 
10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM _ Entertainment — Educat on gente tticey CD EGutainmen _ Produc 
Direct works along with your introductory package. If you're not satisfied, return every- ; 
thing within 10 days at our expense for a full refund and no further obligation. Name Phone ( ) 
Act now, membership in CD-ROM Direct may be limited. ieaemeice r 
For faster service, use your credit card and call us toll-free 24 hours a day. eae noe 
Dept City State Zip 
a ae ao NFO , Important! Did you remember to choose PC or Mac? Will your selections run on your system? 


Check us out online! For more titles...to order...or for more information. 


http://www.columbiahouse.com/cdrom 


Note: Columbia House reserves the right to request additional information, to limit membership or reject any 
ap plicat rt ny membership. Offer | mited to residents of the 
Ae o. territo 


fierdené 


contiguous United States Residents of 
ries, APO and FPO addresses please write for separate offer 
S98-CDR-01G ©1997 The Columbia House Company 


to Ric 


oplicable sales tax added t 
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WWW.BELIZZARDO.Com 
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S UNIQUE AUIEN SPECIES 
Whether you command the 
nomadic Terrans, mysterious 
Protoss, or voracious Zerg, 

you must devise totally unique 
strategies to master the 
specialized units, abilities 

and technologies ef each. » 


INTENSE INTERNET COMPETITION 
Challenge the world with FREE* 
access to Blizzard Battle.net:” Up to 

8 player Internet support including 
worldwide player rankings, 
tournaments and challenge ladders. 


wis tt “ty, 
ese SOIREE 8 EES i is 


UNEQUALED 
CAMPAIGN EnitorR 


Construct individual 
missions or entire 
campaigns with unrivaled 
options and ease. 


s 


Nes “& 


e = = 
5 ‘ ‘ee i SRE. an § . 


Zerg Ultrekst 


Hatching 
Kas: 0 


Tere aver 


ns ‘Protoss : Scout ‘ 
; QQ Mone yet 
i] As Kas: 10 
CHAS 


REVOLUTIONAR Y@SPeciAL Effects 
Real-time light sourcing, true line of sight and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. 


QuLMNPLe THEATERS OF BATTLE 
Engage in a,deadly mix of space combat, 


| = = . . 

planetary assault and covert base infiltration. . 

® 
Command Ghost Espionage Agents, Protoss, P 
High Templars, and Zerg Defilers as you seek e : i 
to conquer the galaxy. *. , .* ‘ “Free access to Battle.net requires access to the Internet. Playgy is responsible for all applicable Internet fees 

’ ” StarCraft and Battle.net are trademarks and Blizzard ig a registered trademark of Davidson & Associates, Inc. . 
. © 1997 Blizzard Entertainment. All rights reserved. : 
* ” * 


Compiled by Danny Lam 


WWw.mpgn.com MPG-NET 


Backgammon, Empire Builder, Imperium, 
Junta, Kingdom of Drakkar, Minion Hunter, 
Operation Market Garden 


N\ 


All 


DragonGard, Drakkar |I, Empires Dawn, 


FiefQuest, Search and Destroy, Skulls, 
Bones and Buccaneers, Warlords of the 
Apocalypse 

$9.95/mo., first mo. free thru Jan. 


AOL keyword: WorldPlay 


Baldies Online, Claw, Darkness Falls, Heavy 
Damage, The Incredible Machine (TIM 3}, 
MissionForce: CyberStorm, SET, Splatterball, 
spunky’s Shuffle, Trophy Bass 2, Warcraft II 


All except Warcraft II and Splatterball 
CyberPark, Fierce Harmony, Mysteries 


Unlimited, Poker, Shuffle Puck, Tetris Online 
$1.99/hr. after allotted free time 


www.2am.com 


Alliance & Defiance, 
Animated Chess, Backgammon, Checkers, 
The Invisible Hand, Poker Face: Dealer's 
Choice option, Total War 

All 


Chain of Command 


$30 to become a Founding Member 
(good until the end of the year). Everyone 
gets two hours free and unlimited time in the 
Game Club. 


WORTHY GAME URLs 


These days, a game can live forever. Add-ons, 


Billboard Live!, 

Castles Il: Siege & Conquest, Descent Online, 
Improvisation Online, Rolemaster: The 
Bladelands, Rolemaster: Magestorm, 
Splatterball, U.S. Chess Federation, 

Virtual Pool, Warcraft |I 


All 
Claw 
rates vary depending on ISP 


www.gamestorm.com 


‘See 
Air Warrior II, Air Warrior III : 


Online, Aliens Online, Classic Card Games, 
Harpoon Online, Legends of Kesmai, 
Multiplayer BattleTech: Solaris, Online 
Casino 2, Silent Death 


All 


Jack Nicklaus Online Tour 
$4.95/mo. 


www.dwango.com 


Descent ll, Duke Nukem DWANGO™ 


Plutonium Pack, G-NOME, 
HeliCOPS, NetMech, Shadow Warrior, 
Warcraft || 


None 


Age of Empires, CART 
Precision Racing, Flight Simulator 98, 
Quake Il, Total Annihilation 


$.99/hr. 


Jedi Knight 
Humor Page 
web.nmsu.edu/ 


www.gamesonline.com ENG. T —_ 


zone.com 


Age of Empires, 
CART Precision Racing, Close 
Combat: A Bridge Too Far, Flight Simulator 98, 
Jedi Knight: Dark Forces Il, Pictionary, Risk, 
Scrabble 


Jedi Knight: Dark Forces I, 
Qutlaws, X-Wing vs. TIE Fighter 

Baseball 3D, Battleship, Fighter 
Ace, Star Wars: Rebellion 


Free, except Fighter Ace (rates for 
this game have not yet been announced} 


www.kali.net 


Any |PX-compatible game 
(e.g., C&C: Red Alert, Dark 
Reign, Descent II, Duke 
Nukem 3D, Jedi Knight, Total Annihilation, 
Warcraft |I) 
None 


Kall works with most new 
games that are IPX-compatible 


$20 one-time fee 


wwwstargatenetworks.com 


Any IPX-compatible game 
None 


Kahn works with most 
new games that are 
IPX-compatible 


$15 one-time fee 


www.mplayer.com 


Diablo, Extreme 
Assault, Links LS, Monday Night 
Football, Quake, Scrabble, Sid Meier's 
Gettysburg!, Total Annihilation, Warlords II 


Q-Ball (Quake mod), Quake 
Tournament Play, Warsport 


Battlespire, Daikatana, 
Dominion, Incubation, JSF Road Rash, 
Ultim@te Race Pro, 688(I) Hunter/Killer, 


Free; Mplayer Plus: $29.95/yr. for 
access to special tournaments, community 
programming, and content 


PLAYER 


www.ten.net 


Blood, C&C: Red 
ert, Dark Sun Online 2.0, 
ablo, Myth, NASCAR Racing ll, 
uake, Total Annihilation, Wolfram 


AD&D: Dark Sun Online, Duke 
Nukem 3D Atomic Edition, EF2000, Panzer 
General, Shadow Warrior, Twilight Lands 

Confirmed Kill, Dark Reign, 
Falcon 4.0, Prey, Top Gun 


Flat rate: $19.95/mo.; hourly rate: 
$9.95/5 hrs. per mo., $1.95 each adadtl. hr; 
Total Annihilation is free 


ooLr 


www. heat.net 


Command & 
Conquer, Duke Nukem, Hexen Il, 
Quake, Warcraft |I 


DeathDrome, HEAT Quake 
Mod, Net Fighter, Scud: Industrial Revolution 


10% Fatal Abyss, Flesh Feast, 
Quake Il, Skies, Vigilance 
Free for HEAT Perimeter Members; 
premium rates are $9.99/3 mo., 
$49.99/12 mo., $29.99 for retail package 
(6 mo. plus bonuses} 


Wing Commander Universe 
www.comnet.ca/~bertman/wcu/index.htm| 
Wing booty galore: movies, utilities, the games’ stories... . 


updates, and new information are available 

at a ton of cool fan sites, old and new. Here are 
some of our favorites; if you have some of 
your own, drop us a note at 


pcgamesletters@pcgames.com. 


~brifulle/jk/jkhumor.html| 


Plenty to make Star Wars stick- jim 
lers bristle, including How to 
Tell if You're a Jedi Redneck, 
JK Monty Python, and more! 


X-COM 
Apocalypse Central 
www.gametemple.com/x-com 
Info, files, tips, and updates for the mega-popular sequel. 
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Seeg’s Hexen II Homepage 
www.geocities.com/Aread1/Cavern/9254 
Good-guy/bad-guy info, files, links—and a wild font! 


Youthanasia’s Ultima Online 
youthanasia.tierranet.com 
Ultimate Online is more like it. Tons of stuff. 


The Emperor’s Hammer SubGroups 
www.emperorshammer.org/subgroups.htm 
Links to the fleet's subgroups—and more organized than the IRS. 


RS 


ow 
| ee | 


CHESS HAS A FIGHT ON IT 


The stunning game of tournament level chess played with living battling characters 


You’ve never seen chess like this. One moment you’re testing yourself at Grand Master level on a standard board. Then, with the click of a mouse, 
the pieces have taken on an awesome life of their own - and you’re locked into a battle between good and evil, where losing just isn’t an option 


ed 


¢™ - 
mies > & Seicueae 
par aa ee es — 
pee Oy “ 
ce er * << la 
“36 ; See i 
oe a ie | ke gitty et. al 


empire 


x 1 TER CcTtTIive 


; Availiable from October on PC CD-ROM 
EMPIRE INTERACTIVE - CALL: | 800 216 9706 WEBSITE: Wwww.cipire-us.com and in an enhanced version on PC DVD 


> VISIT THE LANDMARKS THAT 
MADE ZORK LEGENDARY. 


% 


> EXPERIENCE THE IRREVERENT 
UNPREDICTABILITY OF ZORK. 


se iat 


ie 
a 


> ENLIST THE AID OF 
FANTASTIC CHARACTERS. 


ii 


> CONFRONT CLASSIC 
TU AND FILM STARS. 


ATTENTION aLL aDVENTULETLS. ByeeDicT OF THE GranD LaA@UTSITOr, THE 
GreaT UNDEFGrOUND EMPILVE OF ZOLrK nas Been.seatep orr anp BHe 
Practice OF macic DecLarep PUNISHABLE BY TOTEMITZATION (a very Bab 
THING). ONLY a True abvenTurer can STOP TH@esGranD INQULSITOr anp 
resTore MaGI¢ TO ITS rIGHTFUL PLace. CAN YOU Save THE UNDETGrounD2: 


| AGIIVISION. 


GranD OPeniInGc NOW 
WINDOWS" 95 


FRUEMONONG® 


IAKK 1 SNCTING 


tAte 
Www. activision com 


AND Zork GRAND INOUESITOR AND ALL CHARACTER NAMI JESS! 
RE THE PROPERTIES OF PECHIVE 


\ND TRADE NAMI 


ACTIVISION AND ZORK ARE REGISTERED TRADEMARK 
© 1997 Activision, Enc. Ant, nicuts RESERVED. ALL OTHER TRADEMARI 


The Player sat back smugly and 
laughed. Soon he would find out 
the joke was on him. 


STEVE KLETT 


Total eee 


he Player’s not too proud to admit i it: Real-time strategy games are not _ feet. He spent the first 30 minutes on mission six building a pretty base—with a 


his area of expertise-s 0 other reason than one has never truly massive wall of obstacles, missile towers, laser turrets, and gun emplacements. 


captivatad him. The enemy attacked several times and met its doom time and again. The Player 


Warcraft and Warcraft II were more Re, ul at-@fabbing his , te sth V ePlayer Finally did go on the offensive, 
—the fantasy setting, artwork, and humor were appealin a | ffect, taken firm control of half the map. 
tired of them, too. iously ‘contended, The Player’d 
BOST To his robotic legions, only to 
a middle of the map became a 


of Kopotic soldiers of all 


about his next move, ctuise missiles rans into " front-line base, 
“fired: by unseen attackers. The computer, itseemed, ‘had researched a new 

weapon, and The Player had yet to find the CORE equivalent, Bummer. During 
the next x minutes it w 


for the sake of broaden 
fuss was abouts. 


Big mistake. Pre: cou uld ae to asia in the game. But he found the 


wrong. ( 
Player can adrt 


He installed ¥ ; 
suddenly it was 2 in i. ee = : surprised by his computer 
“ten minutes” of clicking: med. rt By : and besieged by all 


into six hours of full-scale r of new weapons. 


across the first five maps on the Now that’s a good game, and a 
side. He built those robots like a 


madman and marshaled them to 


woh HP 


game that just may make a real-time 
fan outta The Player yet. What’s 

victory against the ARM with relative more, he hears TA’s designer, 
ease. Then, the next night, he hit Cavedog, is making new units avail- 
able via its Web site—as if 150 units 


weren't enough to keep track of. 


mission Six. 

This mission started out like any 
real-time strategy-game mission: build Yes, this might just make Total 
Annihilation the Quake of the C&C 


clones. The next step The Player’d 


a base, find the enemy base, and eradi- 
cate it from the map. Simple, right? In 


theory, yes. In practice, it proved most like to see: Let him design his own 


difficult, most utterly absorbing, and an extremely pleasant surprise. units. (Red Orb’s going to allow this in its upcoming game Warbreeds.) 

The Player’s main problem with C&C was that the computer opponent was As he stocks up on junk food in preparation for mission seven, The Player 
a pushover. It mainly dribbled out a handful of attackers from time to time, can’t help but eye those other real-time games next to his PC. Perhaps more 
and winning was simply a matter of building up a massive force and storming pleasant surprises are in store... 


the enemy base. His experience with Warcraft was similar, but the computer 
did put up a bit stiffer fight. (Of course, it cheated.) Where do you stand on the Total Annihilation-vs.-Dark Reign debate? Tell 
So The Player expected TA’s computer opponent to basically lie down at his — The Player what your favorite C&C clone is at ThePlayer@pcgames.com. 
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THE GREATORS OF y 


a) 
7 
‘, 


TAKE YOU OUT 
OF THE TUNNELS 
AND INTO THE 
VAST WONDERS OF 


SPACE. 


INTRODUCING 


PES CENT: 
% " F 7 = ’ = ' 
: % MEG } Z — be ie % 3 
Y \ GEES : SEE ; eouaes 
T He Cc | 


COMING THIS SPRING 


BY GAMERS. FOR GAMERS.™ volition S O ft Wa\»re 


WWW.INTERPLAY.COM 


DESCENT: FREESPACE THE GREAT WAR: ©1998 Parallax Software Corporation. All Rights iim ed. Descenr, Descent: FreeSpace The 


and "By Gamers. For Gamers." are trademarks of Interplay Productions. All Rights Reserved. Iza 
Volition and the Volition logo are trademar|s aie Ia ia tae ae 8 ee 


SeTy 
Poraliax is a tradernark of Parallax Software Corporation. All Rights Reserved 
Vr! 
; 
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ILLUSTRATION BY BRUCE GARDNER 


What's in store for the online 
gamer? Blade offers a few 
pearls of wisdom (and a 
bunch of useless drivel). 


Online Resolutions 


he Opponent has never made a New Year’s resolution in his life. And 3. | will stop searching for the cheat code that makes Lara naked in Tomb 

he’s not going to start now. But being the kind of guy he is, he thought Raider. (It really doesn’t exist, so don’t ask.) 

he ought to preach to those of you living in the online world—offering 4. 1 will stop going into newbie games with my well-practiced skills and 
a few pointers on how you should approach the new year. It’s going to be blowing everyone apart, just for kicks. (Okay, so I might do it after a bad 
filled with even more online gaming, more community spirit, and therefore day when someone needs to get whacked, but not very often. Really. It’s 
more need for everyone to “get along.” (C’mon everyone, group hug!) bad for the community—we don’t want to scare off potential victims.) 


1997 has been a definitive year in the online-gaming 5. In any online RPG (or Diablo), I will stop killing other players. (Unless 


world. Hats off to all those services that have sur- they really annoy me; or unless they attack first; or unless they don’t say 


vived...barely. 1998 is going to be bigger. If a game “please” or “thank you”; or unless they just get in the way; or unless | 
doesn’t have a multiplayer component (Internet multi- don’t like the color of their garments; or unless I’m having a bad hair 
player, specifically), there’s a damn good chance that day; or unless I had another bad day and killing Quake newbies was 
it'll be swamped and forgotten in the midst of getting boring.) 

6. 1 WILL NOT SHOUT. (There is no excuse for irritating the 


hell out of everyone else in a chat area with Caps Lock 


quality action against real people. 

But remember, it’s not all Quake and C&C: 
Red Alert, like last year. The Opponent predicts 
that 1998 will be the year of the online RPG. 


With Ultima Online already out (and reviewed in 


Syndrome. Cease and desist, immediately. We thank you for 
your cooperation.) 

7. | will not automatically turn on my computer when friends 
this issue) and others heading your way ask me to hang out. (Scary thought, I know, but beer tastes 
(EverQuest is one with strong potential), mix- > — great, and swigging that instead of tapping at a key- 


a ee aa 
ing adventure and communication alongside apt board is an alternative lifestyle you should try.) 
etl 


the crippled torsos of hapless victims is, ee 8. I will stop using “Do you Yahoo?” as a pick- 


destined to become a stronger pull for nll up line. (It’s a one-stop ride to Geekdom 


many gamers. i Central. Try something more suave, 
Why is it that, in a recent foray ee sophisticated, and classy, like “Wanna 
onto TEN, there were precisely zero _---——~ : = — ~<— see my hard drive?” or “Are you into 


"turn-based or real-time?” or “Have you 
- “met Thresh?”) 
9.1 will look at that bright yellow thing in the sky 


people in the Diablo rooms and over 
50 in AD&D Dark Sun? Commu- 
nication and adventure (and the fact 
that Battle.net is free, a point we 
shouldn’t overlook). While Quake 


and recognize it as the sun. (So that’s what was blind- 
ing me and causing lens flare in the flight sims.) 


and its offspring will always garner masses of salivat- 10. To developers: I will not make any more real-time strat- 
ing twitch-gamers eager for that next frag, is it possible that gamers are egy games until | come up with something truly different and worthwhile. 
looking for a slightly more cerebral challenge? The RPG is the way to go for (Total Annihilation is the finest thus far. Is yours obviously better? If not, 
its mix of action, adventure, and exploration, packaged with a persistent can it be?) 
desire to improve your character (without the need for a twitch-reaction— 11. To developers: I will not make any more sub-Quake first-person action 
enabling transplant). games. (Just look at some of the TCs to see what you can do with a 
But without further ado, here’s the first annual Opponent’s New Year’s flexible engine and some creativity—now there’s a word to scare the 
Resolutions (feel free to take absolutely no notice whatsoever): bejeebers out of game designers.) 
12. To UK developers: I will add multiplayer capabilities to the games I 
1. I will not pretend to be a 17-year-old girl in the chat rooms. (Unless you create. (Just because no one in the UK is playing online doesn’t mean 
are a 17-year-old girl, in which case it’s perfectly okay—and may I take that no one at all is. Psygnosis developers, take particular note.) 
this moment to apologize, on behalf of all the hormone-crazed “youths,” 
for constantly bugging you with appalling jokes and innuendo.) And there you have it—to a great gaming year ahead... 
2. I will stop searching for more nudie Lara Croft pictures. (You probably 
already have all of them, and Snipe already has every one catalogued.) Send The Opponent your resolutions at blade@pcgames.com. 


January 1998 * PC GAMES 
54 


EDITORS’ 
CHOICE 


Internet Service Provider 
September 9, 1997 


Highly Recommended 


Internet Access 


DON’T TAKE OUR WORD FOR IT. 
PC MAGAZINE CHOSE EARTHLINK NETWORK® AS THE 


BEST INTERNET SERVICE PROVIDER. 


' Bee sc IA ee See, Sey eee 


CALL NOW! 1-888-EARTHLINK, EXT 3943 
EarthLink Network offers you unlimited Internet access for the 


low fee of $19.95* per month. Award winning access, great technical 


support, free member benefits and more. Give us a call today. 


It's your Internet.” 
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ILLUSTRATION BY BRUCE GARDNER 


Ihe Mercenary 


ee 
Saar 


Don St. John 


It’s the marketeers who dig 
their own graves and cheat you, 
Joe Gamer, out of a hassle-free 
game experience. 


The Old Bait-and-Switch 


o, should the Federal Trade Commission be 
going after scores of companies in the gam- 


ing and game-hardware industry for fraud? 
The correct answer: Damn right they should. 

Now, “fraud” may strike some of you as harsh 
when I say we should bust them for doing “the same 
thing everybody does,” which is to ship software and 
hardware that doesn’t work as advertised. But by 
normal American business standards, that’s fraud, 
plain and simple. And “everybody in this industry 
does it” is no excuse, either. 

This is hardly a new argument, but the prob- 
lems linger stubbornly enough to warrant 
presenting it once more. So here goes the anal- 
ogy again: Do you buy a Sears Kenmore washer, 
take it home, and find out that you have to 
wait for a spin-cycle add-on? A microwave 
oven that needs a plug-in card, out six 
months from now (maybe), to handle 
defrost? A Nine Inch Nails CD that’s 
missing the synth loops, which will be 
available on a patch at www.reznor.com as 
soon as Trent Reznor finishes hacking them? 

Of course not. The very idea would have the FTC down on those companies 
so fast that their execs’ heads would be in spin cycle. That’s because all the 
companies and artists that make those sorts of products are legally required to 
do two things: Include everything they advertise, and wait until the products 
work before shipping them. In the case of the rockers, there’s the artistic imper- 
ative—not a legal requirement, but a strong factor nonetheless—to hold back 
until the music sounds like it’s supposed to. 

Not so with the game industry, which persists in constantly shipping prod- 
ucts that lack major components, don’t work uniformly, or need critical 
hardware add-ons to function at full level. Been fighting the DirectX gremlins 
lately? I sure have—I’ve been playing two games recently that overwrite my 
already-installed DirectX 5.0 drivers, and the result? The games themselves 
don’t look right anyway, and nothing else displays correctly until I reinstall the 


drivers that came with the 3Dfx card in my machine. Oh, about that 3Dfx card: 


Don’t try playing certain games without it—they just won’t cut it anymore (a 
certain heroic space-action game comes to mind, for instance). 

Pity the poor marketing folks who have to field my calls in these cases— 
which, I suppose, is one reason why I’m not naming games (not to mention a 
lack of space). Yet it’s the marketeers who dig their own graves in these instances 
and cheat you, Joe Gamer, out of a hassle-free game experience. That’s because 
they lock themselves into a shipping date and launch their ad and publicity cam- 


paigns, leaving themselves boxed in and their developers frantically pulling 20- 


hour days when it becomes apparent that the game’s just not quite there yet. 

Well, there’s a simple answer to that dilemma: Stop making unrealistic plans, 
and wait until everything you say’s going to be there is there. That’s what every 
other American company does, and legally has to do—and there’s no exemp- 
tion I’m aware of that gives game companies the right to advertise product 
capabilities that don’t work. And I—and the hundreds of game consumers who 
write us about this over a year’s time—don’t want to hear some crap about “the 
special, complex nature of software coding/3D modeling/new APIs,” either. If 
your game doesn’t work with a 3D accelerator whose name is stamped on your 
box, don’t ship it—or don’t stick it on the damn box. If you’re making a card 
that doesn’t handle all the capabilities it’s supposed to (hello, Voodoo 
Rush-card developers), hold it and keep testing it. If you need a patch to make 
a critical game component work, wait until it’s in the game proper; you have no 
business asking kids to shell out $50, then making them visit your Web site to 
make their game play right. 

Can’t afford to do that in the competitive marketplace, you say? Then go 
out of business if you can’t compete. Ever heard of “bait and switch”? It’s 
against the law, and lots of you are breaking the law and ripping off your cus- 
tomers. Well, make no mistake—we’re watching. 


Tell me what you think at dstjohn@pcgames.com. 
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don’t have a weapon. 
ing down a clean, functional corri- 
how you distrust that innocent, 

y!) with small, spare chambers 


Bound you. Some 3 i are lle em 
m are eating. Some of them are laughing. 
You’re moving quietly and stealthily, and they 
haven’t noticed you yet, which is fine: this is first and 


foremost a reconnaissance mission. The almost subsen- 


sory thrum of technology seems to haunt the very air 
around you. Makes you think of glowing screens. 


Invisible signals. Radiation. And then there are the dis- 


-turbing...things...on the walls. Some alien form of 


decoration or art, but nothing you’d want hanging over 


your bed—bleak, textured pastiches of faces, objects, 
and slashed materials patterned and Frankensteined — 
together in all the blacks, grays, and sepias of night- 
mare and shadow. 

And only now, when you’re in too far to retreat, one 
of them advances on you, his head tracking you HKe cg 
Arnie in The Terminator, and pretty soon you’re seeing 


the epic and terrible sights of worlds in collision. ’m not 


talking about the gorgeous, creepy environments of 
Valve Software’s staggering Half-Life; I’m talking about 
the Valve office itself. 


Valve Software is a relatively young (but decidedly pre- 


cocious) game company based in Kirkland, Washington, 


whose formidable ranks include creative contributors to — 


Doom, Duke Nukem, Shadow Warrior, Civilization, 
Zork: Nemesis, and a few dozen others. 

The Valve roster boasts such members as Gabe 
Newell (company founder and former Microsoft 
Advanced Technology dude), Harry E. Teasley III 


Save the scientists or ignore their plight, it’s your call. 


(game designer/artist, formerly of Shiny Enter- 
tainment), Chuck Jones (illustrator/3D artist 
from Apogee/3D Realms), Ben Morris (creator 
of Doom Construction Kit and the Worldcraft 
Doom/Quake level-creation tool), Mare Laidlaw 
(author of Dad’s Nuke and The 37th Mandala), 


-as well as Quake community mainstays Steve Bond 


(game designer largely responsible for Half-Life’s 


‘enemy behaviors and a former pizza-delivery drone— 


a fact which continues to pop up inexplicably in 
magazine articles such as this one) and John Guthrie 
(cocreator with Steve Bond of Quake Airplane and 
Quake Kart). Put all this talent on the same project 
and what do you get? A compelling, intense, and 


(surprise!) often frightening first-person game experi- 


ence that artfully blurs the line between the too-often 
disparate worlds of action and adventure gaming. 

In fact, in Half-Life, worlds are colliding in more ways 
than one. 
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he elements that always ultimately separate good games from 
great ones are the little details—the little bits of snarling chrome 
you'd use to highlight an already badass muscle car. Half-Life has 


lots of chrome. Some particularly shiny bits include: 


Lightsourcing and shadows 


The lighting scheme not only allows for blended light sources to create 
white light, but also for alterations to light schemes such as destroyed light 
sources, red floodlighting in emergencies, tinted purplish shadows in the 
sunlit outdoor levels (with helicopters thudding through the air overhead), 
and, best of all, the shadows of waiting enemies sometimes visible just 
beyond the lighted rectangles of doors. Half-Life is engineered in 16-bit 


color from the ground up and supports a 
dazzling 65,535 colors right out of the box. 


DSP technology 

Saves on disk space and memory by reusing 
and modifying sound-effects files based on 
the size and geometry of the room in ques- 
tion. DSP affects every sound a player hears 
or makes, allowing players in areas lit badly 
or not at all to get a batlike sense of the 
immensity of their surroundings. 


Few corridor-crawlers, no matter 
how engaging, make a whole lot of 
sense: What’s the point? Where’s the 
plot? Who cares? Go kill something! 
Not so with Half-Life, a no- 
pulled-punches action game with a 
plot more articulated than even the 
Marathon series, which is as far 
above Doom and Quake in storyline 
as The Divine Comedy is above, say, 
a No Doubt video. I’ve referred to 
Half-Life more than once as Duke 
with a clue, or Quake with a con- 
science, but neither description 1s 
wholly just. In any case, you begin 


the game with neither clue nor conscience: in fact, 
you're something of a schlub, a cog-in-the-works 
techie running nameless tests on a nameless device 
deep in a decommissioned missile base on a purely 
need-to-know basis. Which is to say, you don’t need 
to know what, precisely, it is you’re running tests 
on, only that it’s high-tech and very secret. Your 
clearance is limited to the barracks, the lab, the can, 
and maybe the Coke machine. 

You can see what’s coming: In governmental 
parlance, a mistake is made—not by you, natch— 
and all hell breaks loose. Just after the scary, arcing 
tendril of energy and just before you black out 
(only to wake later in a trashed lab in the company 
of cadavers), you witness a few moments of dimen- 
sional intrusion—a glimpse of Multiverse—as one 


This in itself is no large achievement, but the point here is the 
degree to which this effect is taken. During one five-player 
deathmatch (for more on multiplay see www.pcgames.com), 

I discovered to my utter joy that I could actually machine-gun 


legible messages into the walls. I decided to be clever (Helpful 


Hint: NEVER decide to be clever when you’re pitted against 


the designers of the game you’re playing) and, after finding a good ambush 


Localized hits 

A wound is not a wound, technically speaking. A gut-shot in Half-Life, 
as in real life, is worse than an arm shot, and a head shot is worse than 
anything—except catching your own grenade on a rebound, especially 
when others are watching. Just don’t even ask. 


Ultra-accurate decaling 
Every shot and explosion leaves permanent, visible damage on the areas 
affected. A fairly tame four-player deathmatch leaves a huge warehouse 


of crates mostly intact but badly scored, looking like ground zero after a 
20-kiloton nuke. 


spot, machine-gunned BEHIND U into a wall. Very pleased with my cre- 
ation, I’d barely turned away from the wall to go hunker down behind a 
crate in anticipation of my first ambush...when I noticed with some alarm 
that there was somebody already waiting precisely where I'd planned to wait; 
he had to have been there during the whole message-writing process. There 
was a long, terrible moment of silence and immobility (shock on my part, 
smugness on his) before he launched his first grenade. If I had survived the 
opening salvo, I could have returned fire. I didn’t. I couldn’t. 

(I’m still not sure, but I suspect it was Steve Bond who did this—and if it 
was, I’m still rather irritated about it. Did I mention he used to be a pizza- 
delivery boy?) 
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wall in the lab appears to go transparent. There’s 
another world in there, a mirrored alien existence, 
an equivalent reality, and They are having the same 
problem you are, lightning gouts of transference 
zapping from device to device between the realities. 

When you come to, everything is blasted and 
busted, and the few surviving guards and scientists 
are urging you to come with them to the surface 
to await rescue. The first problem involves your 
still-limited security clearance to doors, elevators, 
and what-have-you. The second, larger problem 
involves the unprecedented number of extra- 
dimensional monstrosities suddenly running 
about the base with murder on what passes for 
their minds. 

Did I mention you don’t have a weapon? 


It gets worse before it gets better. Then it gets worse 
again. Unarmed and with limited access, following 
the others is the only game in town. They’l! offer 
help if you want it, but the point’s made clearly that 
they are getting the hell out of the disaster area, and 
if you wish to stay behind and take your chances, 
that’s up to you. This neatly encapsulates one of 
Half-Life’s greatest, most compelling features—a 
dynamic, living world with its own rules, agendas, 
motives, and machinations. 

I repeat: This is a world, not an arbitrary collec- 
tion of what one might think of as “levels” or 
“stages.” (What the Valve people call “levels” are 
stitched together so seamlessly that a grenade 
launched from one “stage” to another will fly 
through the air in real time as you move forward to 
cross the invisible boundary.) It’s an active, holistic 
environment through which you may 
backtrack from any point to the very 
beginning and back again—if you feel 
the need and can stay alive. 

“Stay alive” are the operative 
words here, because just like in real 
life, things change, and not always for 
the better. Chamber walls that were 


an 


damp upon your exit may have grown mossy upon 
your return; a handful of creatures left to their lone- 
somes may have proliferated in your absence; and 
situations that once really sucked may suck a whole 
lot worse the second time around. 

Let’s forget the Bad Old Monsters for a 
moment. First, there’s the alien ecosystem to con- 
tend with. Somehow, during the “incident,” an 
entire alien habitat—flora and fauna, prey and 
predators—has taken root as best it can in the cold 
metal corridors of the base. Some of these lesser 
creatures are mostly harmless. Some are dangerous. 


Some are skittish. Some are loners. Some travel in 


flocks and herds. Some may have some dim 
rudiments of a clue, and still others are just 
mind-bogglingly stupid. It’s finding out for the 
first time that’s the kicker. More on this later— 
just something to think about. 

Now let’s worry about the Bad Old 
Monsters. First problem: They’re everywhere. 
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The environs of the base are crawling, sometimes 


literally, with activity, and the game’s plot unfolds 
partly through the use of strategically placed story- 
driving sequences—not uncontrollable cinematics 
in the vein of Resident Evil nor a bunch of crappy 
FMV, but real-world, real-time scripted events that 
happen around the player, which he/she can 
influence or ignore. You may encounter scientists or 
guards alone or in groups, struggling to hold defen- 
sible positions against the invaders, or already 
involved in combat with them. 

Being story-intensive, Half-Life invests you, the 
player, with a pleasing, immersive sense of rele- 
vance. Do you get involved and risk the attacking 
monster turning all of its 8,462 eyes on you? Do 
you thank God the creature has something to 
occupy its attention as you run like a weasel for 
safety? Do you watch the activity of the enemy, 
maybe even follow it/him/her at a discreet distance? 
Do you take the weapon being offered by a soon- 
to-be-dead soldier? (Helpful hint: You do.) Do you 
share ammo with the beleaguered battle-suited 
grunt down to his last clip? 

Maybe the wise thing to do is have the people 
you encounter come with you. By “activating” indi- 
viduals in the game, you can make them your slave, 


follow you, even act as gun-toting squadmates. Or, 
if you’re really unlucky, you may witness screaming 
victims getting dragged into air shafts or chowed on 
by undainty creatures that don’t seem to fall over 
when you shoot them. Those who pay close atten- 
tion to the scripted clues around will be much 
better off, though game scenarist Mark Laidlaw 
assures us: 

“We made it a point not to put essential infor- 
mation where people are likely to miss it. If people 
miss things meant just for texture...] mean, okay, 
somebody’s attention wanders when they see a 


movie or read a book, but they'll piece things 


visuals. ..especially if the unstealthy, noise-making 
yahoo upon whom they’re all suddenly turning 


their malevolent gazes happens to be you. 


Second problem with the monsters: They’re 
really nasty. 

These ain’t some Tony-the-Tiger cuties with jet- 
packs and rifles; these are xenomorphs in the purest 
sense of the word—the kind of thing you look at 
and don’t think “Hmm, I'd better shoot that,” but 
“What the hell is that?!” 


together. There’s enough consis- 
tency in Half-Life that you'll be 
able to piece things together, and 
yet room for people to have 
slightly different notions of 
what’s going on.” 

Such real-time scripted 
sequences add a pleasing level 
of plot-driven gameplay and eerie realism to the 


already-immersive first-person action: Fight your 


One particularly bad one has been affection- 


Duke-bred urge to barge into a room with guns ately dubbed the Head Crab. He can cover the 


blazing, and you’re likely to observe patrols, length of a long corridor between you and him 
discussions, arguments, migrations, mutations, before you can say “Oh my God,” and his attack 
and/or murders in progress. Watch and listen, and is to latch onto your head and engulf it. If you 
you just might learn some valuable facts don’t get him off quick, he’ll eventually invade and 
about the mess you’re in. Come in like take over your body, finally reanimating it into a 
Rambo and, well, things could get kind of Head Crab Deluxe, a grotesque, lurching, 
uglier than they already are. spindly-armed, (Stephen) King-sized quasi- 
Half-Life’s scheme of com- humanoid monstrosity. And until you do get it 
pound character animations and off, half your screen will be filled with the lovely 


switchable body parts (allowing 


sight of its many rows of teeth macking on your 


for very complex 
characters and 
monsters, some- 
times composed 
of upwards of 
6.000 poly- 
gons) means 
characters 
can kneel, 
pull out 
weapons, or 
crane their 


necks to look 


around, and this can make 


tor quite realistic and eerie 
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what I shall only call The 
Lamps from Hell (not their real 
name, but I don’t want to spoil 
everything). Suffice it to say that 
the deaths you may witness (or 
suffer) at the hands (or what- 
ever) of The Lamps are 
probably the most gruesome 
and unpleasant ever—ever— 


burned onto a CD-ROM. Trust 


me, you'll know it when you see 
it. And last but in no conceiv- 


cranium like a hemoglobic Tootsie-Pop (“How 
many licks does it take to get to the center of 
a Terran-Pop? One... Two...Three...crunch] 


Three!”) It’s horrible to see these things walking 


around with bodies that clearly were your cowork- 
ers’ not so long ago. 

The Valve designers also wanted to encourage 
gamers to think in truly 3D terms...and on that 
note, the Head Crabs are Care Bears compared to 


able way least, there’s The 
Tentacle. If the Head Crab 
Deluxe is worthy of Stephen 
King, then The Tentacle is utterly Lovecraftian, 
towering some three or four stories above you. 


Kickin’ butts and takin’ names 
Third problem with the monsters: Some of them 
are human. 

Again, not to ruin too much in the way of plot, 
but Half-Life’s storyline has more right angles in it 
than a sentence written by Jorge Luis Borges. Once 
you think you know what’s going on, you’re proba- 
bly wrong, and when you finally see the error of 
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your ways, you’re probably wrong again. So: Not 
all the humans are good guys. Deal with it as best 


you Can. 


The rules of engagement 

Yes, the world is alive and the monsters are scary, 
but even those aren’t the shiniest spires of Half- 
Life—those would be the AI and the little details. 
To be plain, the men and creatures in the game 
have discernible habits, instincts, and agendas of 
their own. 

The long-term Quake or Shadow Warrior com- 
batant, comfortable with enemies who have the 
bloodlust of a Norse Berserker, the survival 
instincts of a kamikaze pilot, and the tactical 
intelligence of a Junior Mint are in for some Ivy 
League schooling. All creatures great and small— 
from advanced high-tech 
other-dimensionals to 
lifer military grunts to the 
lowest extraterrestrial ver- 
min—have a basic survival 
instinct. Just like you, that bat- 
tle-suited military thug on the 
other side of that pile of crates 
knows if he can’t 


All-aboard the Half-Life Express. 


shoot you directly, he can try to bank-shot a 
grenade around to you for a Player-One-in-the- 
Corner-Pocket shot. Just like you, he knows that 
the sudden, momentary pause in your spastic 
gunfire probably means you’re reloading and vul- 
nerable in that moment. (This happens to him too, 
however, so use it if you can.) If he has three or 
four of his buddies along for backup, he has no 
compunctions whatsoever about hailing your 
vicinity with suppression-fire while somebody 
else attempts to flank your position. And if he’s 


out-gunned, well...he can always go for help. 


The same killer instinct is in place in 
Half-Lite’s lesser creatures. The disturbing 
Hound Eyes employ a sonic attack (one of 
the more grating, unpleasant sounds in the 
game), and they know damn well that 
it’s even nastier if they band together to 
perform it. 

The characters’ extraordinary auton- 


omy was driven home to me when one of 
DEVELOPER: 
PUBLISHER: 


attempted replays of the same incident. a 
VAILABLE: 


the designers showed me five separate 


I say “attempted,” because although he 

set up the situation identically five times— 
himself and a guard in one room, and a hostile 
soldier in a nearby hall—five different incidents 
resulted, apparently for no more tangible reason 
than mood swing. In one case, the friendly soldier 
got into a ferce firefight, allowing the player to 
escape; in another, the friendly stood up and was 
promptly shot to death; in another case, the 
friendly managed to scare off the hostile with a 
grenade; and in still another case, the friendly duti- 
fully followed the player to the nearest exit...and 
dutifully watched from the ledge as the player took 
a Class-A Wile E. Coyote down a slope, through a 


glass floor, down to a metal basement, and into the 
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scheduled to hit stores in January. 


waiting jaws of a Head Crab. Independent this 
particular friendly certainly was; smart, maybe not. 
Check back with us for a review of Half-Life, 


HALF-LIFE 
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You've blasted your way through the season’s shooters, thanks to 
last month’s super-tip blowout. Now try your hand at some of the 
holiday’s hottest sims, strategy hits, and sports games, armed with 
more winning hints from the games’ developers. 


No doubt about it, TA is one huge real-time game, with more than 150 
different unit types, sophisticated AI, and 3D terrain. It’s so big, it’s 
easy to get overwhelmed—even for real-time vets. That’s why we 
enlisted the guys at Cavedog to help us all get started with these 
gameplay tips: 


Watch your metal and energy! You can never have too much of either. 
Make storage structures for your surplus—believe me, you'll need every 
bit of it when things get going. (Building second- and third-level units 
gobbles up metal and energy at an incredible rate.) If you’re short on 
metal sources, build some Metal Makers. Put all of your Metal Makers 
on a control number so that you can turn them all on and off quickly. 
You don’t want your Heavy Laser Towers short on juice when the 
enemy tries his tank rush. 


Construction units are your friends. Build many of them as soon as 
you have your economy going and defense up. Construction units can 
build second-level plants, reclaim things for metal and energy, and repair 


damaged structures and units. If you put them on patrol throughout 
your base, they'll repair any damaged units, help 
plants build units, and tidy up unit corpses (gaining 
you valuable metal). 

Most advanced players use construction units 
to increase a plant’s building rate. Put 
three or four construction units on a 
critical plant and watch the 
units fly off the assembly 
line! The air con- 
struction unit can 
be especially handy 
on large maps, or maps 
that have water obstacles. 


EWERGY * I’ve watched players repeatedly throw their 

en;°' . ground units against a matrix of Heavy Laser 
Towers. Find a way to take those towers 

out first (or find a way around them). Remember, 
for every seemingly insurmountable defense, there 
is an offensive solution. If what you’re doing 

: : doesn’t work, find another way. I suspect your 
lFiREAT WHE) )) 7 : A 
Ben : opponent may be overly confident of his defenses 
‘loeb and very vulnerable to a creative offense. 
(Zippers?! Ouch!). 
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Though they are easily destroyed, they can get to 
metal deposits anywhere and allow you to expand 
your base quickly. 

Besides being a serious and well-balanced multi- _It really helps to know your opponent. Does he 
player game, TA is a kick to play creatively and have __ like to use the tank rush? the massive air-attack? 
fun with. I’ve spent the past couple of days playing the nuclear option? Does he like to move aggres- 
with massive coastal bombardments. I use a carrier sively or build up a formidable defense before 
to gain radar coverage of the enemy’s coast and then —_— pounding you from afar? It sure would help to 


, ™ know...but you won’t usually 
METAR ‘ soerce FMEREY ‘eetes bene on CESS NICER NTOID ESRC ‘ 


He know his plan. I’ve been beaten 
b; by an overwhelming attack of 
Zippers! They avoided my 
Heavy Laser Towers and were 


inside my base destroying my Each player faces his own challenges when playing 
Nuclear Silo, Nuclear Missile the missions. Again, try new approaches. Just 
Defense, and Advanced because something worked in another RTS game 
Aircraft Plant before I could doesn’t mean it'll work in the mission you’re play- 
react. Haven’t seen that strat- ing. Also, the missions are designed to help you 
egy used before or since. It become a totally devastating skirmish or multiplay 
worked. 


My best advice is to keep 
your opponent off guard. 
Try something different each 
game. Attack early, taking 
out his Metal Extractors 
and Solar Collectors. Take 
the battle to him. 


hammer every blip in sight. Maybe run some air Remember, if he’s reacting to you, he’s playing 
units over his defenses for visuals—in come the mis- —_- your game. Try new approaches: How about a 
siles! It amused me to put my entire fleet on patrol flanking attack, using Atlas Air Transports to 
in front of the coast, hammering everything into tiny move a dozen or so Bulldogs to an undefended 
little chunks or recyclables. side, or behind his lines of defense? 

I also enjoy watching the incredible kill counts Speaking of defense, protect yours and destroy 
that a well-tempered Bertha can rack up. his. Sound obvious? I don’t know how many times 
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player. If you can survive the missions, you'll know 
how to use (and defend against) nearly all of the 
150-plus available units. 

That said, there seem to be a few missions that 
players find most challenging. Arm Missions 6 and 
7 are a couple that humble people early on. With 
Arm 6, try building some Guardians and Radar 
Towers. You can use the mini-map to target the red 
blips with your Guardians. If the blip starts blink- 
ing, you have a hit! Keep hammering them until 
they go away. Even if they get close enough to do 
some damage, they’ll be hurt enough that whatever 
your Kbots throw at them should sink them. Subs 
are important, too. 

For Arm 7, remember that the mission objective 
is simply to defend the Moho Mine. So concentrate 
some air defense around it, and put a construction 
unit or your Commander on patrol near the Moho 
(or even have them guard it). They will repair it 
between waves of attackers. Use the Guardians to 
soften up any incoming ships. Also, use subs 
against the enemy’s fleet. Some of the larger ships 
are rather vulnerable to sub attacks. Stay on your 
toes, play tough, and you'll get through them. 


You say your trusty club men weren't ready for a 


phalanx of Persian war elephants snorting and 
stomping like they had mad cow disease? 

To help you ensure your budding civilization 
isn’t left behind with the Dumbo dung, we talked 
with Bruce C. Shelley—cofounder of Ensemble 
Studios and one of AoE’s designers —about how 
to keep up with human and Al opponents in 
the game. 

Since we worked so hard to balance the differ- 
ent civilizations in Age of Empires, I can’t really 
pick a favorite. Choosing which to play depends 
on the type of game and world map, of course. 
The Hittites are popular for 
deathmatches here at Ensemble 
Studios because they get double 
Heavy Catapult hit points and 
Elephant units, a nice combina- 
tion. For regular games, both 
multiplayer and solitaire, I gener- 
ally prefer either the Assyrians or 
Yamato, because their Villagers 
are 30 percent faster than normal 
Villagers. I find this benefit very 
useful during the early stages of 
the game and for exploration. 

The key to the Stone and Tool 
Ages is getting food. To do this, I 
build up a force of 15 to 25 Villagers 


% 


iron Age 


Wait until later ages before attacking foes. 


with two-thirds going for food. I put most of the 
others on wood and a few on stone mining, explor- 
ing, and building. I group approximately eight 
Villagers to quickly gather all the foraged food to 
one location. I build a Granary right there and 
gather. I explore to find other nearby foraging sites, 
building new Granaries and shifting my gathering 
crew as the first expires. When nearby for- 
aged food is gone, I go after game, especially 
wild elephants. I use a big hunting party 
against elephants and try to entice them near 
a collection point (Storage Pit or Town 
Center) before delivering the fatal blows. 
Fishing boats are an excellent option for 
gathering food also, and I may get a half- 
dozen boats out early in a good area. When 
other food sources are gone, I switch to 
about 10 farms around a central collection 
point (Granary or Town Center). 
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pepperoni pizza: 


In a multiplayer game, I try to get to the Iron 
Age as quickly as I can. We find that early attacks 
in multiplayer games usually take both the attacker 
and target out of the running, so they’re not popu- 
lar. In solitaire games, I advance more slowly and 
put up more defenses (walls and towers) for early 
warnings of trouble. 


Hit Enter and type: 
diediedie: You all die. 
resign: Youresign, | 

revealmap: Reveals fullmap. = 
Give yourself 1000 food. 
Give yourself 1000 gold. 
Give yourself 1000 wood, 
Give yourself 1000 stone. 
Removes Fog of War. 
Suicide. a 


coinage: 
woodstock: 
quarry: 

no fog: 

hari kari: 


Once in the Iron Age, I select a mix of two or 
three units that will be my fighting force, usually 
a range unit and a hand-to-hand unit. For the 
Assyrians, for example, I like Horse Archers, 
Heavy Catapults, and Cataphracts. The Catapults 
do the heavy killing, while the Cataphracts and 
Horse Archers keep fast enemy units away from 
the Catapults. The Assyrians can also build 
Chariot Archers if enemy Priests are a problem. 
I like to attack with a force of maybe 20 to 30 
units, building replacements as I take losses. 


The battle was swift, dozens of Guard and 
| t 1 it leo etrow) l ] 1dsca 7 loft 
mperium units lie strewn about the landscape, yet 


/ 
your foe has bested you once again. Dark Re: 


% 
OG 


offer ‘Ss some O} f the best unit-control features 
around, but instead of setting up patrol zones, 
you're too busy defending yourself from Al 
interlopers who assault your base in never-ending 
waves of steel and flesh. To help you stave off 


] ] oe :, Pe 
the onslaught, lead designer Trey Watkins has 


The Farley Build Order: With your first thre 
iid an HQ and a Water Launch Pad. Hi fold 


1 to the last rig until the HQ is complete, and then 


a bu 


Plant. With the first rig 
ut of your HQ, build a Power Plant. 


se building the Assembly 


you build o 


This will allow your assembly 


plant to be built more 


quickly, and the power 
plant will still finish 


before the Assembly 


to destroy the players’ primary buildings (Assembly 
Plant, Water Launch Pad, Power Plant). Once 
you've ack Tachions are a good mainstay 
the Sky Fortresses in 


to take out enemy towers. 


tress. U $e 


assisted by Sky 


eroups of a 


The final mission is quite daunting with its 


= 


ground assault. However, with a good contingent 


tortresses and a strong 
defensive line of 


yf sky 


towers. 5 Ou Can 
clean up the 
Imperium base, 
then push for- 


ward to take on 


Plant comes on line. the FG. 


General tips: \ 
eAlway s get at least ? 
two wells. 
¢Detend your fre 


¢Use two transports full of 


ighters. 


infantry to take out large towers. 


Two units were specifically designed to defend 


inst the rush: the Martyr * the Shredder. 


Always make sur an Easter egg at the end of Advanced 


« 


There’s 


e to have a couple waiting in the 


wings, so if a large group of attackers shows up, Training 2. When instructed to tackle the High 


you can deal with it. Autonomy mission, go to the Monolith and wait 


for instructions. 


Freedom Guard tactics 

Early on, the best unit combination is 

Mercenaries and Tank Hunters. Make 

strikes against outlying wells and, if 

possible, destroy all of your enemies’ 
freighters. Once you’ve established your 

second well, you can begin moving on 


to Triple Rails and either Artillery or 


Outriders. Artillery is especially effec- 
tive for bombarding enemy wells, while 
Outriders can be used to hunt 

artillery batteries and 


freighters. 


Imperium tactics 
Early on, the best unit 


combination 1s Bions in 


Transports escorted by Shredders. Use 
your Shredders to weed out any defend- 


ing Martyrs, then deploy your Bions (at least 10) 
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Sequel to the best selling Civil War game of1996 = — — . 


DON’T SETTLE for aslice 
of history when you can have 
the whole bloody cake. 


The battle begun with the best- 


selling Robert E. Lee: Civil War 


New Unit Types 
ALL-NEW FEATURES: 


General continues with 40 
¢ Fight in Eastern or Western 
battle theaters as Union or 


authentic battles. Rally the troops ee 


* Map Editor‘allows you to chal- 
lenge opponents on your own 
custemized battlefields. 


and take command as you rewrite 


history with Civil War Generals 2: 
* Command your troops in an 


overhead view or zoom in for 


Grant, Lee, Sherman. close-up detail. 


“* New reenactment film footage 
from Jay Wertz. 


POWERFUL MAP EDITOR 


¢ Even more artwork from Mort 
Kunstler. 


¢ New unit types include siege 
mortars, horse artillery, frigates 
and gunboats. 


¢ New terrain includes forts, 
walls, swamps, water, major 
roads and coastline. 

* Head-to-head_ | 
play via modent4 
LAN, Internet 
and e-mail. 


®* Battle for FREE 


= on Sierra’s 
oy hal ae a =- PMR Ms eee ‘ 
i , rt. Internet gaming 
system. 


Impressions @3 °'**** 


Dileetd the interactive demo at www.sierra.com 
© 1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to, Sierra On-Line, Inc., Bellevue, WA 98007. All Rights Reserved. 


Heavy Gear 


(Special thanks to the Heavy Gear design team for 
supplying these tips in the midst of signing off on 
the game.) 

So, you were a master at MechWarrior 2: 
Mercenaries, eh? Well, Activision’s latest massive 
mechanized combat game may prove more daunt- 
ing: The design team tried very consciously to make 
the action tougher this time around. 

These Gears are lighter on their feet than those 
old Mechs you’re used to—they can crouch, side- 
step, circle-strafe, kneel, and rollerblade (so to 
speak). There’s a lot to master, so we asked the 
Gear design team to offer up some gameplay tips. 


Here’s their wisdom: 


Terrain 
Use the battlefield terrain to your strategic advan- 
tage! As a Heavy Gear pilot, you should use 


indirect-fire weapons to hit enemies from behind 


oor gists ea 


natural bunkers, including mountain chains, 


canyons, hills, and even sand dunes. You can 
also prolong your life span by making tactical 
use of boulders, buildings, rubble, and other 
obstacles during combat, through actions such as 
side-stepping, crouching, and jumping. If you’re 
out in the open, keep moving: a stationary target 
is as good as dead. 


Coordinate your army’s efforts 

You have wingmen to use and protect, a base 
sending you constantly changing directives, and 
the authority to radio for air and artillery strikes 
from your landship battle group. Often there will 
simply be too many enemies to handle by yourself; 
you must decide which attacks you will coordi- 
nate with friendly forces and which you'll take on 
alone. Luring enemies into ambushes from 


friendly forces hidden in just the right locations 


against unfavorable odds. 


Pay attention to the infantry 

Foot soldiers may seem insignificant 
at first, but if they’re left alone they 
may end up doing more damage 
than you might guess—especially if they’re tank 


pilots headed for their vehicles. 


Know when to say when 

You'll quickly learn that heavier Gears and tanks 
carry heavier weapons. Depending on your own 
Gear’s capabilities, the best way to face a large 
enemy 1s often to take cover and wait for him to 


expend his heavy weaponry before you attack. 


Have lots of Gears 

You don’t want to keep everyone waiting while 
you build a Gear in multiplayer games. Make 
sure that you have plenty of Gears prepared. 
These should be useful for a variety of missions 
and be able to withstand lost combat priority. 
If your supplies get low, you won't be able to 
field your Kodiak-of-Doom Gear. Make sure 


80 


can sometimes be the key to winning 


you have some effective, low-combat-priority 


Gears. 


Know the missions 

If you can gain control of mission selection (by 
winning missions against the enemy), you need to 
know which mission to choose. While a Supply 
Raid won't earn your side a lot of victory points, 
it may cripple the enemy’s ability to field powerful 
Gears. Without them, you may find that Strike 
missions and other big victory-point missions are 


far easier. 


Work as a team 

You may be always tempted to take the largest, 
heaviest Gear you can. Remember that each Gear 
on the field has a purpose, and that a group of 
mixed Gears working as a team is the most effec- 
tive. Scouts should be used to detect enemies so 
that larger Gears can destroy them with long- 
range fire. Scout Gears can also spot ambushes, 
allowing heavier Gears to get away. Strike Gears 
are good for raids in network games, where the 
enemy has lots of regenerations. Strike Gears 

can get in, blow up a base, and then get out 


before it gets too ugly. 


Sarr b-O 


ny name 
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Tr AH E IN T E RN CEC T GAM E 


MEET PEOPLE FROM ALL OVER THE WORLD... 
THEN KILL THEM. 


HAT YOU SHOULG KNGH 
MOST MASSIVELY MULTI-PLAYE} 
RCTION GAME IN THE WORLD 
OVER = MQW TOTAL PLAYERS 
REGISTERED TO DATE 

Stes REAL-TIME s ON-SCREEN CHAT SYSTEM 
ENGRGE IN INTERGALACTIC BATTLE WITH UP TO 
C50 PEOPLE SIMULTANEOUSLY 

CREATE PRIVATE » INVITRTION-ONLY WRRZONES 


SCORE POINTS BY DESTROYING OPPONENTS RAND COLLECTING POWER-UPS 
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WHAT YOU GET 


UNLIMITED FREE PLAY» 

NO HOURLY OR MONTHLY BILLING 
THE CLIENT AND SERVER 
KEYSTROKE TEMPLATE 

Ame EDITOR FOR SHIP 
CUSTOMIZATION 
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MANUAL & COLLECTOR'S , . To order, visit your local retailer <4 co. 
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NEW GRAPHICSs ALL SHIP TYPES 


©1997 Virgin Interactive Entertainment, Inc. SubSpace is a trademark of Virgin Interactive Entertainment, Inc. All rights reserved. 
Virgin is a registered trademark of Virgin Enterprises, Ltd. All other trademarks are the property of their respective owners. 
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The AI overhaul of the NHL 98 series means that 
coaching is now a crucial element of victory. 
Nimble hands and memorized deke-moves just 
won't cut it anymore—you need an appreciation of 
the Xs and Os. 

We sat down with Marc Crawford, head coach 
of the Colorado Avalanche, to find out his strate- 
gies for success in NHL 98. Since he’s the guy EA 
tapped to help them better re-create strategic pro 
ice-hockey in their game, there’s no better person to 
hit up for tactical help. 


Offensive Pressure 

Crawford advises that a fledgling NHL coach be 
aware of his team’s strengths and weaknesses when 
selecting an offensive strategy (pronounced “oh- 
fense” by the friendly Canadian). You can set 
offensive pressure at any level from 0 to 100 per- 
cent. At low levels of pressure, your forwards apply 
very little forechecking and will basically let your 
opponent skate the puck out of his zone without 
much challenge. If this seems like you’re giving the 
opponent a free ticket out of the zone, remember 
that keeping your own forwards back in the neutral 
zone increases their ability to break up long passes 
and let enemy forwards behind them. This makes it 
tough for the bad guys to get breakaways and odd- 


man chances, which is why it’s usually wiser to take 


offensive pressure off when you’ve 
got a lead and little time remain- 
ing in the game. 

In comparison, selecting 100 
percent offensive pressure will 
send all of your forwards and 
defensemen into the attacking 
zone, chasing the puck relentlessly. 
The pressure this puts on your 
opponent is often smothering, but 
this is still a very risky strategy. By 
committing your men so heavily 
to the attack, you leave large 


alleys open for breakout passes ss ese eae en ee ee 
The Passive Box penalty kill lets skaters 


and odd-man rushes against your goalie. Thus, 
this tends to be a desperation strategy for late 
in the game, when your team is trailing and 
you need a goal badly. 


Play Calling 

The different offensive strategies will employ your 
forwards in very different ways. The Triangle and 
Overload attacks send your three forwards to one 
side of the rink, the idea being to draw all of the 
opposing defenders to that side and then sneak a 
man cross-ice for a quick pass and a shot. 
Crawford himself likes to play NHL 98 in the 
Triangle attack (which is what he does with his 
real-life Lanche as well, no surprise). His other 
favorite strategy is to use the Funnel attack, so 
named because all three forwards funnel toward 
the net and crash the crease, looking for rebounds 
and deflections. 

The other offensive strategies represent varia- 
tions on use of forwards. The positional attack is 
a balanced strategy keeping the wings on their 
respective sides of the ice. While offering less 
chance for scoring, this play keeps you from falling 
out of position and helps your defensemen with 
backchecking. 

Defensive strategy is pretty cut and dried for 
Mr. Crawford—just as in real life, he tends to play 
his team almost exclusively in the Zone defense. In 
this style, your defenders organize their zone into 
areas of responsibility and cover opponents in that 
section. If you’ve got great defensemen in the 
Chris Chelios mode, the Man-to-Man defense is 
worth trying; most of the time, Crawford never 
considers it. 


Special Teams 

Power plays are a very important part of the game 
now, and calling the proper strategy is critical. If 
you've got a “point” skater with a booming slap 
shot, consider Crawford’s strategy of the Umbrella 
power play. Four skaters will fan out in an 
umbrella-shaped pattern with a single skater down 
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shoot from outside but clogs up the 
front-of-the-goal crease. 


in front of the net. The idea is to rotate the puck 


and set up your point shot. If, however, you lack a 
respectable slapshot from the point, consider the 
Overload power play. By overloading one half of 
the ice, you can hopefully control the puck long 
enough to get your extra men open cross-ice for a 
one-timer. 

Penalty killing is tactically centered around your 
opponent’s strengths and weaknesses, again focus- 
ing on the point shot. If the opponent has a point 
shot that can conceivably score from the blue line, 
play in the Large Box defense. Your forwards will 
challenge the puck at the point and deny the bad 
guys a slapshot opportunity. If you’re up against a 
lackluster power play, then you should opt for the 
more conservative Passive Box, which allows the 
point men to fire away but clamps down hard on 
traffic in front of the net. 


Sick of gettin’ smoked in this flight-sim giant? Take 
the advice of Robert “Gunjam” Salinas, VP of 
I-Magic Online and one of the company’s most 


daring pilots. Fly high—and take ’em down! 


Getting off the Ground 

In general, learn to fly the aircraft. Also, read books 
on air combat and history books on how the air- 
craft fly, since they’re modeled after real planes. 

If you’re a newbie, the plane that’s easiest to fly 
is the Spitfire-9. It can turn as well as just about 
anything but the Spitfire-0, and it’s very stable. It 
maneuvers well, has cannons, and is a solid all- 
around aircraft. On the downside, the Spit-9 
doesn’t go into the vertical as well as other planes. 
Also, at really high speeds, it doesn’t roll/handle as 


well as the P-38, for example. (If you’re a newbie, 
you can cut your throttle. Don’t dive in on some- 
body—pick out your opponent and set your passes 
up. Newbies should take out a Spit-9 or a P-38 and 


become familiar with its limitations.) 


Gunjam likes the Focke Wulf because of its good 
high-speed handling. It’s a good plane for expert 
pilots (but GJ flies it anyway), or someone who’s 
good with the P-51 or P-47. It’s quirky: good high- 


speed characteristics, but a dog at low speeds. 


At low speeds, Gunjam says you need to turn 


with enemy aircraft (this isn’t the way you should 
do it, but it works when you do). Use your rudder 
to get quick snapshots, so you can get a deflection 
shot that'll take out huge pieces of an enemy plane. 
Also, take advantage of the fact that you have lots 
of ammo. 

There are three FWs in game—the late-model 
D-9 is the fastest. The D-9 (the “sprinter” of the 
series) is made for high altitudes, to knock out 


bombers, and to take 
out fighters (51s). Stay 
over somebody and 
make pass after pass— 
they can’t catch you. 
Get them to turn. 

The FW A8 (the 


“slugger” of the series) 


nons, so it’s not as fast 


at high altitudes, 
and it won't flat- 
turn as well as 
the A-4. But it’s 
very good at 
blowing things 
up—it holds lots of ammo and performs just like a 
Focke Wulf at high speeds. In one pass in an FW 
A-8, Gunjam has taken out five B-17s by spraying 
their wings with bullets. 

The FW A-4 (the “dancer” of the series) is the 
earliest Focke Wulf. It’s not as fast as the others, 
but it’s a better turner. 

At high speeds, make rolls and 
pulls, change directions—fly the 
FW the way you'd fly a jet, essen- 
tially—and get the Spit to try to roll 
and pull, too. Since it can’t do it as 
well, you'll inevitably have the 
advantage. In this fashion, Gunjam 
(flying the FW) will also let some- 
one dive in on him, then he’ll do a 
barrel roll; the enemy will come up 
beside him, then Gunjam’ll come 
up behind and let him 
have it. 

One tip for getting 
good in the FW is to 
load it up with as much fuel as possible 
and a bomb. Get it as heavy and slug- 
gish as you can, then fly it for 10 or 20 
sorties (like an athlete training with 
ankle weights). Get familiar with the 
FW A-8’s stall characteristics under this 
disadvantage, then fly it with 30 to 40 
percent fuel and no bomb, and you'll fly 
better. Then fly the A-4 with 30 percent 
fuel and no bomb—you'll be even faster. 

Gun convergence on the FW: Experts do it at 


400 to 500; if you’re learning, start at 200 (cause 
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has an extra pair of can- 


it’s easier to hit a target at close range) and gradu- 
ally bring it out. If you’re in a scenario and your 
mission is to hit bombers, set your gun convergence 
at 600 yards. 

Tips for taking out somebody flying a FW: Some 
FWers will fly conservatively, picking targets and 
flying in and out (sniping, almost). Try to get some- 
one in an FW to flat-turn, ’cause they bleed energy 
really fast that way. (When they get below 220, 
they won’t perform as well.) Also, try diving in on 
him from above. The P-38L 
is a little better at keeping 
up with the FW than the 
Spit, but this tactic still 
works with the Spitfire. 


One of the most popular 
aircraft flown by online 
pilots is the P-38L. It’s 
extremely fast, has nose- 
mounted guns (so you don’t 
have to worry about gun 
convergence), has cannons (the better to hit things 
with), and is very agile (though not quite as agile as 
the Spitfire). 

The P-38L’s shape lends it an advantage and dis- 
advantage. On the one hand, when a P-38L pilot 
has someone on his six and stays level, the plane’s 
very thin profile from this point of view makes it 
very hard to hit. The disadvantage of the P-38L’s 
body is that, from above, it’s a huge target. If you’re 
fighting someone in a P-38L, throw tracers over his 
cockpit. If he performs a flat turn, he’ll expose a 
huge part of aircraft to your guns. 

The P-51’s strengths are speed and the way it 
holds onto energy. Use hit-and-run tactics with this 
baby. Always try for the altitude advantage and 
attack with a series of sweeping passes. Don’t get 


in turning fights! Use speed and energy to your 


advantage. & 
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INTERACTIVE EPISODES. ALL DIGITAL. 
Judgment Rites, and ‘Star Trek 25th Anniversary, comes 3 . ACTUAL GAME: PLAY 
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Incredible digital. technology recaptures the 
characters as they appeared 30 years ago. 


A iad The Shocking Secrets Behind 


become 2 : The Original Vulcan/Romulan Conflict 


njnciplays ¢ atiertion ee ne ‘detail ‘tus 
resulted in a stunningly lifelike synthetic revival 
of the classic Star Trek players.” 


-PC Gamer 
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he Christmas season has drifted down 

upon us like a gentle snowfall, leaving 

us basking in its glow. This is still the 
most wonderful time of the year—a time of 
Silent Nights, Peace on Earth, and Good Will 
Toward Men. 

That is, unless you happen to be 32 pixels 
tall and rendered in 256 colors. Then, every 
blood-simple nerd on the face of a not-so- 
peaceful Earth is hooting “Ho, ho, ho” as he 
angles his joystick to fill your tiny cyberbutt 
with glowing buckshot, laser blasts, fiery 
bolts, or a good ol’ kick to the keister. When 
the new games are pulled out from under the tree 
on Christmas morning, even the reindeer and elves 
are lining up to get a turn at the keyboard, for their 
chance to make some little computer guy’s holiday 
season red, white, and bruised. 

So much for “Gloria in excelsis deo,” pal. Don’t 
let the explosive mistletoe hit you in the head. It’ll 
draw blood. 

But at PC Games, we’re made of sterner stuff. 
Frankly, we’re shocked by the preponderance of 
games that pander to a player’s violent instincts for 
the sake of petty visceral thrills. And we believe 
that, at this time of year, we need to take a stand 
against it. 

So we call a moratorium to the spouting gore, the 
airborne entrails, and the wanton destruction. To 
honor the season, we say “No” to all of it, at least 


long enough to play a 
few puzzle and adventure games for a month... until 


we go back to commanding and conquering the 
world from the comfort of our keyboards. There’s 


a limit, you know? 


OK, so this year, yours truly pulled the peace gig. 
I’m a freelancer. I need the money. I can act like a 
decent human being for a month. I’m sure J can... 
if the price is right. 

The Christmas surprise, though, was that once I 
got past the knee-jerk inclination that computer 
games have to bad to be good, I discovered that 
some of the greatest playing experiences are excit- 
ing without being violent, stimulating without 
having to twist the player into a fever-pitch of 
bloodlust. (We did allow PG-13 violence that 
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avoided explicit bloodshed and augmented strat- 
egy gameplay instead.) Overall, the month of 
pacifism was pretty darn satisfying. 

Even the greats of game design have made this 
discovery. Will Wright, SimCity’s designer, 
explained that the nonviolent character of most of 
Maxis’ games was not originally intended: “One 
of my first games was Raid on Bungeling Bay. 
While I was making it, I found myself having 
more fun building the map than blowing it up. 
Creating the world was more interesting than 
bombing it. I didn’t do the Sim games out of a 


sense of being morally righteous or politically cor- 
rect; I just enjoyed those kinds of games more.” 


I started our quest for peaceful play by looking 


at the arcade games of the past. Several of today’s 


technological breakthroughs 


have been aimed at more 
realistic ways of depicting 


= shapes, dodging and blasting bolts of elec- 


Best of Microsoft 
Entertainment Pack, 
or check out some 
of the vintage 
games in one of 
Activision’s 
Atari 2600 
Action Packs— 


and River Raid II in Vol. 2. The first two press 

the player into faster and faster responses ' aka an 
accelerating | flow of water and blocks, respectively. 
The second two combine the excitement oF aiscov- 


ery with careful timing and landscape — 


‘memorization. Needing to abstract the e ements to 


simple a the designers of these ¢ arly 


Sisvicns spinning around eee = 


tops of various geomet 


~ tricity that churn up fi ) from within the shapes. 
A wide variety of “specials” encourage yout 
wait until the last second to take out an electrica 


bolt. It’s a little like gaming on pages sur- : 


- real, otherworldly, and totally immersive. 
As graphics were perfected, so were the car- 


toonlike animations of platform arcade games. Still 


challenging, these frequently nonviolent games 
were breathlessly paced. Instead of 


I favor the original Pitfall in Vol. a 


ma: $ getting — ae 


wasted, Toons were getting bopped. It still works. 


Hasbro Interactive’s new update of Frogger moves 
the classic amphibian hero beyond dodging 
Yugos on the interstate and into places where a 
frog needs t to keep on hoppin’. It still feels fresh, 


fun, and nonviolent, ae 


Tf you're into rapid-fire cartoon eared 


action, the PC ; just got conversions 
of Sega Entertainment’ s Sonic and 
Knuckles Collection and, in fully 
dimensional glory, Sonic 3D. 
More toon excitement can be 


enjoyed i in Accolade’s Super — 


Or goofy-looking litle, guys. Hey, all we're saying, : 


is that these games < are ‘nonviolent, not logical. 
Finally, one of the hands-down great- 
est multiplay er games of all time gets the 
: multiplayer online treatment— a 


Interplay’ S Atomic Bomberman, oe aS 


™ Bubsy, in which ¢ a wacky bobcat col- | 
“lects cheese ball s and springs off the head os 


And most of them relied on wit, ingenious puzzles, 
and intriguing situations instead of violent plots. 
For those of you who don’t know who the 
Beatles are: In a text adventure, the computer 
displays a verbal description of a setting or a 


situation. You type what you want to do and 


the computer responds with another paragraph 
describing the results of your actions. The transac- 
tion might go like this: “There’s an ostrich egg next 
to the mailbox./Put the egg in the mailbox./OK. 
But it’s going to get rotten and smelly in there./Give 
the rotten egg to a freelancer in lieu of pay./Good 
idea. You get five points.” 

The best text adventures were created by 
Infocom. Activision (who wants to keep churning 
this back catalog into more contributions to its 
Christmas Club account) has rereleased 30 of them 
in the Infocom Masterpieces Collection, along with 
six that have never been published. If you re new to 
text adventures, you’ve got to have these corner- 
stones of game design. 

Early on, still graphics were added to the text- 
adventure format through the innovation of 
designer Roberta Williams, who still remains the 
queen of basic graphical adventures with her King’s 


Quest series. These were the first adventures to fea- 
_ ture interactive graphics in the form of a little guy 


that the player moved through illustrated environ- 
ments. With fairy-tale situations and fantasy 
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Considering what the alien ships depesit 
on the Earth in “Close Encounters of the 
Third Kind,” what might they have 
brought Richie Cunningham? 

warnings about “Joanie Loves Chachi” 


hundreds of evil Richie clones 
the head of Arthur Fonzarelli 


| 4 ard; af Bob Hen 


You Don’t Know Jack 


puzzles. Now, the sequel to Myst, Braderbund/Red 
Orb’s upcoming Riven, continues its forebear’s ded- 
ication to meandering, mind-driven play. 

One of the best of Myst’s descendants also 
found science-fiction intrigue in a nonviolent 
context. SegaSoft’s Obsidian combines stunning 
graphics, sometimes head-banging puzzles, 


and state-of-the-art video 
footage in a fascinating tale 
of bioengineering and 
technology out 

of control. 

Designer Steve 
Meretzky, one of the guiding lights 
of the Infocom team, has generally 
taken the creative high road, preferring — 
to make you laugh and think rather than 
smear the cyberlandscape. The Space 
Bar (SegaSoft) puts you in a hilariously 
alien world as a cop sidekick to a...a...well, he 
doesn’t live around here. Vivid, hilarious graphics 
team the latest interactive storytelling technology 
with Meretzky’s goofy-to-grand gags. 

Dazzling visuals enliven Twinsen’s Odyssey 
(Activision), the sequel to the popular Relentless: 


Lose Your Marbles 


Twinsen’s Adventure. Remarkable 3D animation 
and extraordinary characters create a fantasy realm 
that little Twinsen must save from destruction. 
With a few weapons with which to bash his car- 
toon buddies, some of Twinsen’s adventures square 
up in PG-13 country. Still, this is largely a fantasy 
world in which charm competes with the gasps 

of amazement you'll utter when you see the eye- 
boggling settings and situations. 


Juggling act 

Puzzle games aren’t just solid additions to our 
selection of nonviolent entertainment, they’re a 
nice change of pace from the headlong velocity of 
action games. Sometimes it just feels good to think 
things over at your own speed. 

Maxis’ Marble Drop boasts the contemplative 
value of chilling out and breaking brain cells over 
this leisurely puzzle. The goal is to drop colored 
balls into a network of ramps and gates similar 
to the ball sculptures you see at science museums 
and airports. As balls fall through the device, the 
gates open and close, changing the track. The 
player has to anticipate the ball’s path in order to 
put four balls of each color in the correct out-chute. 

More marble manipulation can be found in 
SegaSoft’s Lose Your Marbles, an exercise in lining 
up and eliminating matching marbles from several 
rows. How all these Tetris clones remain fun to play 
is either a mystery or a tribute to the genius of the 
source material. Whatever the reason, Lose Your 
Marbles has winning playability. 

If you prefer something that has balls but 

a little more action, several computer 

pinball simulations run the gamut 

from aggressively realistic (Interplay’s 

Pro Pinball) to imaginatively off the 
map (Sierra’s three Ultra 3D 

Pinball games). 

Puzzles are also great sources of brief 

amusement when you need a break from the 
daily routine, or your accountant calls for 
another thrilling discussion of your tax credits 
for the past year. The Microsoft Entertainment 
Pack: The Puzzle Collection has 10 ingenious 
puzzles that target a wide age group. Adults will 
find puzzles so addictive they'll be muttering 
under their breath. Small children will swear out 
loud. It’s a terrific collection of miniature trea- 
sures, without one exploding soldier in the bunch. 

Since a number of game enthusiasts don’t find 
themselves on hot dates come Saturday night (I’m 
just including myself in this group as a courtesy, of 
course), it’s always handy to have a computer ver- 
sion of a board game around. With your computer 
as a ready challenger, you always have someone to 


"play against. 


That someone, of 
course, may be higher 
on the intellectual 
food chain than you. 

At least, that’s the 

way it looks now that 
computers have been 
shown—in the eyes 

of some observers, at 
least—to be better chess 
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AS Gis 


The Puzzle Collection 


Battle Chess 4000 
players than humans. Still, 
we carbon-based units 
have demonstrated one ability that computers don’t 
have: We can whine about how unfair the loss was. 
If you’re in a whining mood, try your luck against 
Interplay’s UCSF Chess, Mindscape’s Chessmaster 
5500 (see review in this issue), or—if you want to 
see little chess pieces get bashed—the PG-13 car- 
toon conflict of Interplay’s Battle Chess 4000. 

So you lost the chess game and still don’t have a 
date for Saturday? Big deal. Take off for Las Vegas. 
The slots, roulette, card games, and other money- 


losing propositions are at your constant service in 
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Monopoly 


Interplay’s new Caesar’s Palace gambling game. 
The only violence you'll experience may be the 
stomach upset after eating a 97-cent breakfast you 
cooked yourself. 

A board-game entry in Activision’s unending 
series of rereleases is Shanghai, the vintage puzzle 
game using mahjong tiles. 
The Shanghai Double Pack 
bundles two past editions 
at a bargain price. The 
new Shanghai: Dynasty 
contains additional tile 
designs and multiplayer 
options. 

If you’re still up for a 
party game, pick one from 
Hasbro Interactive’s cata- 


LAST-WIN 
4: BANOBALANCE™ 


Caesar’s Palace 


log. Among Hasbro’s pacifist entries in the comput- 


erized board game sweepstakes are Pictionary, 
Yahtzee, Monopoly, Risk, and a novel puzzle in 
which you assemble a 3D Notre Dame Cathedral. 
Finally, the reigning champ among party games 
is You Don’t Know Jack, Berkeley Systems’ hilari- 
ous computer game show that tests your skill with 
trivia and bad puns. Whether it’s the new TV edi- 
tion or the general-knowledge third edition you’re 
playing, the game’s PG-rating is purely for occa- 
sionally edgy adult humor, and plenty of it. 


Sportsmanship 

A football-crazed America probably doesn’t think 
of sports as nonviolent activity; but there are lots of 
sporting games that zap you into the great 
cyberoutdoors without the threat of even simulated 
body contact. 

With a hot dog and beer between you and the 
game, how can baseball be violent? All right, so 
they have those cleats on their shoes. Still, you 
won't get anywhere near those perforating gadgets 
in one of the excellent computer surrogates on the 
market, including Electronic Arts’ Triple Play 98, 
Accolade’s Hardball 5, Mindscape’s historical 
Aaron vs. Ruth, or Sierra’s Front Page Sports: 
Baseball 798. 

I find myself expressing violent tendencies over 
the wardrobe of golf, but one man’s outrage is 


another man’s green sweater and yellow pants. 


PGA Tour Pro 


Access Software’s Links LS ’98 is at the 
top of this leaderboard, with competi- 
tion from Electronic Arts’ PGA Tour 
Pro and Accolade’s ongoing Jack 
Nicklaus series. Sierra’s Front Page 
Sports: Golf is a novel entry, because 
the real-time mouse-control of the 
swing attempts to imitate the actual 
skill of wielding a club. Critical opin- 
ions on its success have varied. 

Few argue the inspired interface of 
Interplay’s Virtual Pool 2 and Virtual 
Snooker, however. Once again, the mouse 
movement is intended to imitate real-world pool 
cue movement. Here, the results are triumphant. 
These sims are so realistic, your real game will 
definitely improve. 

And we have two 
sports ringers: Slap on a 
goofy cotton shirt, 
somebody else’s shoes, 
and hit the alley in 
ASC’s amusing Ten Pin 
Alley. Silly 3D charac- 
ters humorously 
disguise the seriousness 
of this thorough bowI- 
ing simulation. The 
lane oil in the alleys even 
dries out over time. 

A surprise success was Sierra’s Front Page 
Sports: Trophy Bass 2. Visit the world’s lakes to 
catch the big ones. Because of the fish that ends up 
with something nasty in his mouth, though, this is 
clearly a PG-13 game. Sierra has since extended the 
franchise with Trophy Rivers, which lets you take 
fly rod in hand to see what you can hook. 


A little like the others 
Most flight sims involve some kind of high-inten- 
sity, life-threatening combat activity. The team at 
Maxis got around that in SimCopter by setting up a 
career experience of urban emergencies, fire fight- 
ing, disaster relief, and peacekeeping. The entire 
family can participate in the education and 
action of this sim without having bad 
dreams involving slaughtered civilians. 

Nor is there combat in the commercial 
and recreational flight plans of Microsoft’s 
Flight Simulator 98 or Sierra On-Line’s 
Sierra Pro Pilot. The goal here is to master 
the controls of a wide variety of aircraft in 
far-flung locations without a single weapon 
mounted on your wings. 

Mindscape’s Creatures is a fantasy sim 
unto itself. Hatch cute little animals, then 
train and refine their artificial intelligence as they 
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Triple Play 98 


Virtual Pool 


wander around beautifully rendered landscapes. 
Protect them from monsters, illness, and other pit- 
falls. It’s a vivid illustration of the power of AI. 
You'll need to demonstrate your own intelli- 
gence in strategy sims like 
Sid Meier’s classics 
Civilization and 
Civilization II 
(MicroProse). You’ll have 


Sie cee fees §— 2 OdliKe powers as you 


guide a society from its 
early stages of develop- 
ment to its own space-age 
era of technology. Yes, 
there are divide-and-con- 
quer military conflicts in 
these games, as there are in 
SSI’s new 19th-century strategy-sim Imperialism, 
and Age of Empires, Microsoft’s real-time epic. We 
think the symbolic nature of their violence is 
acceptable within our PG-13 limits, and more than 
justified by their engrossing, intelligent gameplay. 
So, truth be told, even after I pull Carmageddon 
or Postal out from under the tree Christmas morn- 
ing, I'll find myself going back again and again to 


these nonviolent titles. The game’s the thing, and 


the best of these beat the crap out of most of those 
blood-drenched gameplay wannabes. Crush ’em 
with nonviolence, I say. ® 
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For games we ve rated as 

an A or A-, admittance to the 
Best of the A-List is the 
ultimate honor; if it's on this 
list, it's not just great, it 
rocks. Serious gamers will 
want all of these titles in 
their collections. 
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Civilization ii (June ‘96) MicroProse 


Comanche 3 (July/Aug ‘97) NovaLogic 


Command & Conquer: 


Red Alert (Feb ‘97) | Westwood Studios 
Diablo (Feb ‘97) Blizzard Entertainment 
Duke Nukem 3D (July ‘96) GT Interactive 
Dungeon Keeper (Sept ‘97) Electronic Arts 
Jedi Knight (Dec ‘97) LucasArts 
Links LS ‘98 (Oct ‘97) Access Software 


Lords of the Realm U1 (March’97) Sierra On-Line 


Master of Orion Il (March ‘97) MicroProse 


MechWarrior 2: 


Mercenaries (Dec ‘96) Activision 
NMDK (May/June ‘97) Playmates 
NHL 98 (Nov ‘97) Electronic Arts 


Pro Pinball: Timeshock! (Sept ‘97) Empire Interactive 


Starfleet Academy (Nov ‘97) Interplay 
Quake (Oct ‘96) GT Interactive 
Total Annihilation (Dec ‘97) GT Interactive 
Twinsen’s Odyssey _ (Sept '97) Activision 
X-COM: Apocalypse (Oct ‘97) MicroProse 
X-Wing ws. TIE Fighter (July/Aug ‘97) LucasArts 


WHAT WE'RE PLAYING 


Yes, the PC Games editors play tons of games, but 
there are some we ve stuck with beyond the call of 
duty. Here are the five games we've been playing 

the most over the past month. 


Jedi 
Knight 


NBA 
Live 98-~> 


Total 
Annihilation 


Need for : 
Speed II: SE § 


Madden 98 


HOW WE RATE GAMES 


o1 & @&W POF 


- ere at PC Games we use a letter-grade system to 
rate games. Everyone knows what our grades 
mean without needing an in-depth explanation or clever 
chart: an A+ is the best score possible and an F is a 
complete bust. To give you a better feel for the overall 
quality of a title, we rate each game in six key areas. 
We also select a Game of the Month for each issue. 
We review games when and only when the makers 
say they’re ready for review. 


GAME of the MONTH: The PC Games Game of the 
Month is the one title among the month's releases that 
stands out from the rest. While it’s generally the best 
overall game of the month, a game will occasionally 
warrant this honor not because it’s the highest-rated 
game in the issue, but because it’s a standout in one 
or more areas. 


GAMEPLAY: In a nutshell, how much fun is it to play? 
This takes into account the quality of the game's inter- 
face and control scheme. 


GETTING STARTED: How much reading, studying, 


and hardware-tweaking are required before you can 
Start to have fun? (The less the better.) 


GRAPHICS: How advanced and attractive are the 
game’s visual elements, and how well do they serve 
the game? If a game’s 3D-accelerated graphics are 
significantly different than its standard look, we offer 
separate grades. 


SOUND CHECK: How good are the game’s sounds and 
musical score, and how well do they serve the game? 


OVERALL GRADE: All in all, how strongly do we 


recommend the game for purchase? 


MULTIPLAYER: How much value will you get from the 
game’s multiplayer element, if there is one? (N/A = not 
available) This independent rating takes into account 
ease of multiplayer setup. 
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COMMAND MULTI-NATIONAL 
FORGES FROM 1939 10 1999! 


The latest from 
Gary Grigsby and Keith 
Brors, STEEL PANTHERS III lets 
you fight larger tactical battles using 
the same easy-to-use interface featured in 
STEEL PANTHERS I & II. This brilliant tactical wargame includes 
6 campaigns and over 40 scenarios. Engage in brigade-size battles 
from virtually every major historical conflict from 1939 to date, 
plus hypothetical battles, such as NATO 1998 and Holy War 1999! 
New 200 yards-per-hex and platoon-size units allow you to control 
entire brigades — even divisions! Get key reinforcements 
during gameplay. And be assured of limitless armored 
conflict with the improved Random Scenario 
Generator, which includes more powerful 
scenario editing features! 


DOS CD-ROM To order: Visit your retailer 
www.ssionline.com or call 1-800-234-3088 with 
Visa/MC (North America only). 


___ AMINDSCAPE® COMP. 
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Redline: Making Mus 


By Rob Smith 


he effect of a stirring piece of music at key asked, ‘Where do I sign?” 


points within a thoughtfully designed level So where do you begin? 


adds so much to the game experience, it’sa = “Each producer and product 


crime this facet has been overlooked for so long. manager has a different way 
Game music is an art form, and game publishers are of working. Some will say 
finally catching on. Quake was probably the firstto “This is what we want’ and 
make a big splash in this regard, hiring the not- not move from that idea. 
inconsiderable talents of Trent Reznor to add the Ted |Tahquechi, producer] 
driving, moody sounds to the fragfest. LucasArts 
has been on board for awhile—what an impact 
John Williams’ classic score makes to Jedi Knight! 
One person who’s made a name for himself in 
the game-music scene is Tommy Tallarico. A seven- 
year veteran of game-music composition (including 
the release of two volumes of game music on CD), 
Tallarico is responsible for the music in such games 
as MDK, Earthworm Jim (on PC and PSX), and 
Black Dawn (on PSX). After hearing a few of his 
soundtracks, the producers of Redline at Accolade 


tracked Tommy down, set up a meeting at E3, and 


The game levels are taking shape with a 
cohesive visual style. 


made a pitch to get him involved in the project. 
With Tallarico’s talents being sought by many 
game companies, he has the luxury of picking and and Steve [Allison, product marketing manager], 
choosing his projects. So why Redline? “I’ve seen had their own ideas, but they didn’t tell me. When I 
all the Quake-, C&C-, and Tomb Raider-type 


games, and this was something different,” he com- 


told them my thoughts, and 
they matched their ideas, we 
ments. “I always look at the game before taking a realized we were on to 
project—I don’t want to be involved in games that something,” he says. 
are going to sell just a few copies, because that Tallarico can look at a 
means only a few people get to hear my music. game and instantly get a feel 
With Redline, I really liked the backstory involving _for how it should sound. For 
the two gangs, and when I saw the scene with the Redline, he envisioned a kind 
guy peeing off the bridge, that sold me on it. I just of industrial-techno. The 
arena areas are very shooter- 
oriented, calling for a heavy-duty, thrashing, techno 
sound. The exploration areas are more laid-back, 
requiring a more subdued take. “I do consider myself 
to be competing with the likes of Prodigy, Chemical 
Brothers, and Orbital,” Tallarico offers. “Players are 
expecting that kind of quality and style.” 

In a practical sense, the work will take about two 
months to complete. “I go to the developers to 
work out the exact specs—we need two minutes on 


this level, three minutes here, and so on—then I go 


New vehicles and textures are 
being added regularly. 


away and start work. To be honest, writing the 


music 1s relatively easy—doing techno 1s not like 
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What a view—as far as 
the eye can see. 


Sounds like 


a winner 


composing for an 80-piece orchestra and ensuring 
every instrument blends together—but the chal- 
lenge is taking what is a repetitive style and making 
it nonrepetitive, so that when players hear it repeat- 
edly, they don’t get sick of it.” 

Redline will feature some 25 to 30 minutes of 
Tallarico-composed music. Of course, money talks, 
and Tallarico admits to not being the cheapest (you 
can do that when you have a string of awards and 
a growing reputation). He was impressed by 
Accolade’s commitment to the game. “They are 
willing to pay top dollar for 
something that’s not just an 
added element but an integral 
part,” he notes. 

“Usually, music is done in 
post-production, outside the 
game design. But with Redline it’s 
being carefully incorporated, 
proving that some publishers are 
realizing that music is an increas- 
ingly important element of the game.” 


Getting excited yet? 


REDLINE 


DEVELOPER: Beyond Games 
Accolade 
www.accolade.com 


February 1998 


PUBLISHER: 
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www.frogger.com 


Rewind rebuilt ond meadhy fo hon. 


©1997 Hasbro Interactive, Inc. Frogger is o trademark of Konami Co., Lid. ©1981 Konami. All Rights Reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Windows ond Windows95 ore trademarks of Microsoft Corporation. The ratings icon isu trademark of the Interactive Digital Software Association. 
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Die hy the Sword 


By Jason D’Aprile 


nnounced over a year and a half ago, 


then promptly slipping wistfully into ob- 


scurity, Interplay’s Die by the Sword is 
gaining something of a small history in the industry. 
Not to be confused with Eidos’ Deathtrap Dungeon, 
which also features a brawny medieval hero 
with a big sword, Die by the 
Sword is a dark, brooding fantasy. 
Using the third-person perspective, 
the game thrusts 
players into 
monster-filled 
cavernous 
realms in 
search of, erm, 
something or other that’s 
probably terribly wicked and worth a 
lot. Plot is not what grabs you about 
this particular title. VSIM is. 
What’s VSIM? It’s a real-time, 
mathematically generated charac- 
ter animation system. At least, 
that’s what Interplay calls it. What 
it boils down to is very articulated 
joints in the game’s many crea- 
tures and an incredible array 
of lifelike motion. = ~~ 
Aside from facilitating excellent monster anima- 


tion, this system augments the player’s character in 


Dynamic camera angles need to move 
perfectly to ensure your swings are accurate. 


a way never before seen. 
DBTS has two vastly different 
control methods. The first is 
the familiar option, where 
one button or key-press per- 
forms a certain action; the 
second is VSIM control. 
Using this is something 
akin to being the 
sword. Using the 
mouse, joystick, or even 
the keyboard, you 
actually have full control over the hero’s 
sword-arm movements, thereby control- 
ling exactly how he swings. 
For instance, if you’re using the joystick 
for this method, the tophat or keyboard 
controls the basic body movements, while 
the joystick dictates exactly how the sword 
moves. It’s a strikingly different way of playing 
and will take plenty of practice to gain 
proficiency. Push the joystick to the right, the 
arm swings right; push it up/right, the swing 
goes up/right; push forward, the sword jabs 
forward...get the drift? 
Difficulty aside, there’s little in recent memory as 
satisfying as lopping the head off an orc with a sin- 
gle perfectly timed and executed stroke that you 
had total height, speed, and distance control over. 
On top of that, the game has a move editor that 
allows you to create custom moves, save them for 
use in the game, and even trade them 
with your fellow gamers. 

Several other things differentiate 
DBTS from its closest competitors. For 
one thing, the atmosphere isn’t surreally 
cartoonish but brings a grittier, harsher, 
hard-nosed dungeon-delving feel to the 
adventure. Also, while the game is replete 
with gore, dismemberment, and decapita- 
tion, it’s not arbitrary—you actually have 
to aim properly, since blows are body- 
part sensitive. A “green-screen” view of 
the dueling characters shows in red 
which limbs are most damaged, and 
therefore more vulnerable to the chop. 
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Hack and slash with a 
weapon called the mouse 


‘ai 


Variously sized monsters will need nimble 


swordwork to land that killing blow. 


The legs, arms, and heads of your enemies (and your 


own) can be cut off, and you can even hack apart 
their dead bodies. 

The animation system also lends the game some 
strikingly lifelike monster behavior. For instance, a 
giant walks in to find its partner slain at your hands. 
It kneels beside the body for a moment in sadness 
before standing, drawing its weapon, and attacking. 
Monsters run away in fear at times, and even gather 
reinforcements. 

The graphics in the beta version were running off 
a 3Dfx card (the final will support a variety, including 
Direct3D) and looked excellent. However, much like 
in Tomb Raider, extremities too close to a wall tended 
to disappear, and the levels available were pretty 
much simple dungeon crawls (though scenery therein 
was fairly diverse). There are action-based puzzles 
and some incredibly cool physics effects like swinging 
ropes, collapsing floors, and bustable objects. 

DBTS will offer two play modes as well—an 
arena option where up to four warriors (either 
human or AJ) can battle it out, or an adventure 
mode through seven levels of down-in-the-depths 
dungeon romping. Due out in late February, this 
game has been a long time coming, but from here, 
it definitely looks like Die by the Sword will be 


more than just hack work. 


DIE BY THE SWORD 


PUBLISHER: Interplay 


Wes: www.interplay.com 


AVAILABLE: February 1998 
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Joint Strike Fighter 


By Chris Hudak 


nce you get past the disquieting notion 
that Eidos’ upcoming flight/combat sim is 


just this side of a commercial devoted to a 
pair of prototypes for the Lockheed Martin/Boeing 
Joint Strike Fighters, half the battle is won. Sim- 
wise, Joint Strike Fighter, while looking gorgeous 


The terrain may look bland, 
but there’s a lot of it in Afghanistan. 


and dangerous, is actually fairly friendly. Less a 
hardcore flight sim in the vein of Jane’s Advanced 
Tactical Fighters (or even A-10 Attack!) than an 
aerial slugfest of the Jetfighter III ilk, JSF wastes 
absolutely no time. Pick a plane (either the Boeing 
X-32 or the Lockheed Martin X-35), pick a cam- 
paign, pick some wingmen, pick an initial target, 
and off you go. 

JSF will offer four huge campaigns featuring five 
to ten flight groups, as well as 10 primary ground 
targets and secondary targets. Of the two cam- 
paigns I played on the beta build, one was set in the 
bleak, barren combat zones of Afghanistan and the 
other in the lush, jungled terrain of 
Colombia—in both cases, they 
looked terrific. JSF’s staggering world 
of virtual terrain (upwards of 10 mil- 
lion square miles, touted as “the 
largest and most realistic terrain ever 
seen in a simulator”—a claim I see no 
cause to take issue with at this time) 
is presented with an unhindered view 
to the horizon, with the landscape 
engine building more detail as the 
pilot approaches the ground. 

Another quick-but-cool feature in 
the campaign Mission Planner is the 


ability to select the aircraft and ordinance types of 
your wingmen, who can fly a combination of F-22s, 
X-35Bs, and X-36Bs, for up to three support air- 
craft. Weapon types include Aim9X Sidewinders, 
Aim 120s, the Wind-Corrected Munitions 
Dispenser (because hardened ground targets need 
love too), and the clinically-but-frighteningly- 
named AGM-154 Joint-Stand-Off Weapon 
(“When it absolutely, positively has to be 
demolished from a considerable distance”). 
For the really, really impatient [-want-to- 
die-right-now gamer, there’s also the 
instant-gratification Dogfight 
option—time of day, 
weather conditions, guns- 
only or full-loadout, and 
you’re in the air. Like I said, 
this is not a hardcore flight 
sim, and it allows the sillier- 
minded gamer to do some silly things (my 
patented afterburner-only liftoff from what 1s not 
technically even the runway comes to mind), but 
that ceases to mean much fairly quickly. The two 
types of Joint Strike Fighter, not radically different, 
are already handling well in the beta build, and the 
game’s momentum and sense of speed are actually 
quite a bit more convincing than those found in 
many flight sims that lay claim to fanatical realism. 
JSF will cater to the keyboard jockey who wants 


to experience the grace and power of the next- 


The Mission Planner lets you set waypoints 
and get armed to the teeth. 
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Fly the friendly skies 


ai Saal sc 


JSF features impressive lens-flare effects. 


generation fighters (and on that note, force- 
feedback support is a gotta-have here), without 
the niggly, irritating “realism” that does little, if 
anything, for gameplay. 
Even the music has moved away from the Top 
Gun rock splash that many games in this genre 
seem determined to stick with. 

JSF will also include support 
for 3Dfx-based video boards, but it 
doesn’t need it. Some truly beau- 
| , tiful effects will come right 
~ out of the box, without 

& acceleration. The hiss and 
swoop of missiles as they detach and ignite is 
extremely satisfying, as are the metallic gleam off 
your armament (as seen from the underwing cam, 
one of the many togglable views available) and the 
dramatic lens-flare as your plane banks into the sun. 

While Lara hogs all the limelight over at Eidos 

Towers, there’s no doubt that JSF is ready to offer 
up an engaging sim for the more casual flyer when 
it’s released early next year. 


A peaceful scene, ready to be disrupted. 


JOINT STRIKE FIGHTER 


DEVELOPER: 
PUBLISHER: 
Wer: 

AVAILABLE: 


Innerloop Studios 

Eidos Interactive 
www.eidosinteractive.com 
January 1998 
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GAME « OF 
, THE THE MONTH 


By Rob Smith 


» oy, have I been looking forward to this 
: game. Ultima Online is, as the name sug- 
gests, a 100 percent online game set in 
the fantasy land of Britannia. This game universe 
has evolved since the late 70s, when Richard 
Garriott—UO creator, producer, and the (in)fa- 
mous Lord British—uttered, “Let there be light.” 
This incarnation of Britannia is its most ambi- 
tious yet. There’s a continuing story that will 
emerge over time, emanating from the righteous 
proclamations of Lord British and his not-so-right- 
eous counterpart Lord Blackthorne (played by UO 


Wy ranger, Galgorth, came to life outside a 
|tavern in Minoc. Questions about what to 
45 and where to go bubbled in my mind. | 
headed straight for the outdoors, away from the 
protection of guards. After five minutes of wan- 
dering, I happened upon a blue spiky thing 
floating through the trees. A single-click indi- 


Ultima Online 


cated it was.a wisp. A monster? So I let loose an 


arrow or two, Well, one—that was enough to 
upset it, and I was promptly zapped. “You-are 
dead.” Elapsed time: seven minutes. 

Being a ghost was pretty cool, so Lheaded to 
town, walked through a few doors, “Ooooo-ed” 


at a few people, and finally bumped into a healer 


director Starr Long). But the real story 
is about the players. It’s what makes 
UO such a mouthwatering prospect— 
in the finest traditions of the table-top 
fantasy RPG, the world is a piece of 
blank paper on which you and up to 
3,000 others write history. 

That’s the theory. In practice (at the 
time of writing, anyway), UO is a new- 
born babe. It’s up, it’s down, it’s 
awake, it cries, and it has teething 
problems. Understand that the persis- 

tent universe is designed to run itself. 

There are very few Game Masters 

watching over events—leaving play- 

ers to run around the towns and wilderness, 
delve down dungeons, 
clear the forests of 
beasts, and make a 
name for themselves, 
while the game engine 
balances everything 
from monster appear- 
ance to economics to the 
time of day. 

After the mammoth 
266MB install, you 
create an account for the 


eS 


4 a ee 


30 days free play (after 
which it’s a pretty dis- 
graceful $9.95 a month), 
then log on to one of the 


who brought me back from the dead. Now I had 
nothing. All my worldly goods and chattels were 
gone. Time to start again? No, I took up the chal- 
lenge to come back from nothingness. 

Several hours later I'd been given some good- 
ies, found. a few more, and scavenged a few, and 
I was getting thoroughly absorbed. My first 
confrontation was with an ore. Weaponless at the 
time, I took the plunge and—with a left-hook 
that'd impress Mr. Tyso —telled it, after an epic 
encounter. My reward? Fifty gold and a pair of 
boots. | was back i in the game. 


Ric d behind a tree in the hope of ot being seen), 
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_ get back on—to be greeted with “You are « 


servers. Creating a character is really simple—select 
a name, sex, and hair and skin color, spread 50 
points between the strength, dexterity, and intelli- 
gence stats and 100 points between any three skills. 
Now dive in and start adventuring. 

Presented from an isometric viewpoint, UO wins 
the online RPG graphics contest with textured, col- 
orful graphics (they’re on the CD, removing the flat 
look of Meridian 59, for example). The monsters 
and animals are also well animated. Ambient sound 
effects are minimal but occasionally very effective in 
triggering drama-filled moments. The tunes in the 
city are suitably medieval, but there aren’t enough 
of them to really create an atmosphere. 


someone offered me a bunch of cash for the ore I 
was carrying. So I followed him to a cave 

entrance. Then things stopped. A server erash, O 
trying to IC 


ack in, the Pacific server was 


ously not available. An hour later, I manag 


And so I started again (after afew cusses 
gits who took advantage of my crash misfor 
And I’m still out there, still pennil ess, still ryi : 
make my way in the Ultima world, As if there isn’t 


— 


enough in the real world to worry about... 


Blade is on the Pacific server as Galgorth or 
Blade, the Lake Superior server as Reetarc, and 
incognito. on the Baja server. See you there... 


he Player’s neyer been big into hardcore 

RPGs—he’s more the RPG-lite Diablo 
type. However, with all the hoopla over 
Ultima Online, he just had to check it out. So 
log on he did the first weekend it shipped, 
and what he experienced amazed, bored, and 
embarrassed him alll at the same time, 

The Player found himself in the middle of 
town, holding a bowsnot’ knowing what to 
do next. He was not alone. There were 
dozens of people wandering around. 

“Hello,” said The Player,to a passerby, 
who replied,“ Hello, Pm sew and-don’t 
know what I’m doing, goodbye.” And so on. 

He wandered off to explore a bit. He 
_ entered an empty house to look for things 
to, um, borrow. Someone followed him, so 


The Player yelled (in caps) “GET THE 
HELL OUT OF MY HOUSE.” The person 
turned and.ran, fast. The Player laughed. 
This was fur: 

But soon he got a little bored of the general 
mulling about and decided to venture into the 
woods to-hunt for some game. He happened 
upon a Great Hart (a really big deer with 
really big antlers), and he decided to see if his 
bow worked.tIt did. Trouble was, all the 
arrows seemed to-do was annoy, thé Hart, 
which proceeded to ‘chase The Player with 
great gusto. Finally, the Hart cornered him 
and proceedéd-to gore him in front of several 
amused spectators, Hart: 1, The Player: 0. 

Confused at what exactly happened and a 
_ bit embarrassed, The Player still doesn’t really 
get the point of UO—perhaps the point is 
there is no point—but he'll be back. And that 
_ Great Hart is going to pay: The Player needs 
a new pair of moccasins. 


The Player 
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The joy of UO—and also its problem—is that 
no other game of this ilk has ever depended solely 
upon other players for a good time. Adventuring 
alone in Ultima is dangerous. Dying (and becoming 
a ghost who can be resurrected, or taking a hit in 
stats or skills for an instant return) is all too fre- 
quent in the early days, if you don’t have some pals 
to watch your back (or more importantly, watch 


your gear while you’re down). 
s : 


There’s also a lot to learn, and most of that 


comes through the online documentation (the 
instructions in the box are appallingly lacking in 
getting you beyond installation). As such, the 
game’s really hard to rate, because the experience is 
firstly what you make it, and secondly what other 
people make it for you. I personally became totally 
absorbed with the possibilities. I’ll be back, time 
and time again, to see what I can contribute to the 
experience. The fact is, those options are for me to 


pursue and make happen. No other game can offer 


that scope of opportunity, and UO is doing it and 
will get better at it. 


ULTIMA ONLINE 


GAMEPLAY: + 


GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Utterly absorbing and ambitious, 
and it all works most of the time. 


Origin 

800-245-4525 

WWw.owo.com 

Win 95 CD 

P133, 16MB RAM, 266MB HD, 
1MB PCI video card, 

4x CD-ROM drive, 28.8 modem 
with 32-bit Internet connection 
P166, 32MB RAM, 496MB HD, 
2MB PCI video card, 

8x CD-ROM drive 


$60, plus $9.95 per month for 
online play after the first month, 
or $90 for the Charter Edition 

(includes three months of play) 


Make friends. It makes the experience 
more fun and gives you a better chance 
of survival. ¥ DON'T KILL OTHER PLAYERS WITHOUT 
A VERY GOOD REASON. ¥ If you go it alone and 
die, don’t just start another character. Stick with the 
one you have and build from the ground up—there’s 
a tremendous sense of achievement to be had. 

Create characters on two or three of the servers 
so that if your preferred one isn't up, you can still get 
on and have fun. W Be nice to newbies. If you have 
extra stuff, give it away. W Mongbats are easy to kill, 
as are orcs, even at low levels. Get the easy experi- 
ence and cash while you can. W Get armor. Staying 
alive as long as possible is the key to success. W Get 
a bedroll for the wilderness—when you log out, your 
character will instantly disappear, reducing the risk of 
unscrupulous idiots killing you and stealing your gear. 


ACTION 


ake all the over-excited adjectives you’ve 

ever heard used on game graphics, put 

them into one single CD, wrap a rock- 
solid, single-player action-fest around it, and voila, 
you’ve got something. Actually, you’ve got G 
Police, an action-based urban helicopter shooter. 
Imagine flying headlong through the cities of 
Syndicate Wars, blowing corporate bad guys away 
in glorious explosions of fiery debris, and you'll 
have a good idea of what awaits. 

In a future where corporate war is rampant, 
you’re a member of an elite group of Government 
Police who must keep the peace in off-world domed 
cities. More specifically, you’re Jeff Slater, a veteran 


war pilot who’s joined the G Police covertly (or so he 
thinks) to uncover what happened to his sister—who 
recently met with a suspicious demise. The backstory 


develops as you progress through the 35 missions 
divided into seven campaigns. 
Cinematics pop up as you move 
between campaigns, verbal mis- 
sion logs taking up the bulk of 
the narrative. 

The missions are remarkably 
varied and extremely challenging 
at times. While most of your 
time will be spent dogfighting in 
all manner of mechanical machi- 
nations, there are protection 
missions, search and destroy, 
bombing runs, and plenty of 
other variation. There are even 
secret missions hidden in the game. The missions 
need to be strong, because G Police has no multi- 
player mode to fall back on (though the sequel 


G Police 


By Jason D’Aprile 


coming next year will have mondo multiplayer 
options, according to its producer). 

G Police’s missions also place a lot of importance 
on the wingman. You can target an object and order 


your wingman to attack it, just as if you were lock- 


ing a missile onto it. Unfortunately, he doesn’t always 


react too 
effectively. The 


enemy fighters 


scape to help 
evade your 
attacks, though 
they still tend to 
be pretty easy to 
down one at a 
time. Of course, 
they almost 
always attack 
in packs. More 
impressive is the traffic flow—hundreds of civilian 
vehicles moving all around you, following traffic 
laws, making the city seem like more than just a 
fire-fighting playground. Admittedly, the ongoing 
mayhem seems not to bother them a bit: they move 
mindlessly from point A to B while you unleash 
massive firepower all around them. 

As mentioned, the graphics in the game are 
extremely impressive. The lighting, fire, and explo- 
sions are all top-notch, and the city landscape is 
almost breathtaking. G Police is also the first game 
to support AGP-endowed machines, adding extra 
goodies like full-motion video billboards. The game 
was tested on a P200 MMX machine through both 
a Monster 3D and an N-VIDIA-based Diamond 
Viper 330, and, while performance was marginally 
better on the Viper, G Police played stunningly on 


both. It also has a solid-looking nonaccelerated 
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will use the land- 


mode, but you'll need serious muscle to 
play it in hi-res. Sound effects are just 
about as good, with full QSound and even 
Dolby support, though the music is rather 
repetitive and unspectacular. 

Control is superb, with one glaring 
exception: no left/right strafing function 
(only up/down). Other than that, control 
is precise, responsive, and even supports 
DirectX 5.0 force-feedback. I should also 
note that the demo’s hideous joystick- 
control problem is gone. 

G Police has but one fatal flaw in the end, and 
that’s the lack of even a simple deathmatch mode. 
Hunting a human opponent in these beautiful, 
active cityscapes would’ve truly rocked. But as it 1s, 
this is one of the best single-player action games to 
come out in a long time—and that goes a long way 
toward making up for the incomprehensible multi- 


play omission. 


GAMEPLAY: aa 


GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 
MULTIPLAYER: 


OVERALL 


G POLICE 


Awesome single-player action with 
spectacular accelerated graphics. 


Psygnosis 

800-438-7794 
www.psygnosis.com 

Win 95 CD 

P133, 16MB RAM, 2MB HD, 
2x CD-ROM drive 

P200, 3D card 

$50 


When it comes to grunt dogfighting, 
your normal guns are your best friends 

until you get upgraded to lasers. Missiles are the 
weapon of choice when time is of the essence, but 
don't shoot them at too close a range, because they 


aren't that maneuverable. W When you hear a wing- 
man say he’s taking on air forces, it usually means 
you have to do something unpleasant with ground 
forces by yourself. Ignore aerial attackers as much as 
possible during such instances, and rush to your main 
target. ‘W To pick up the bombs on the train in 
Mission 9, you have to hover right over the bomb for 
several seconds, which requires precise speed con- 
trol (switching to an outside view helps). Also, be 
careful where you drop it. You can screw up once 
with a misplaced bomb; after that, it’s mission failure. 
Use the buildings as cover, inch around corners 
to line up shots with tough targets (like turrets and 
those pesky mining robots), and shoot from as far 
away as possible. 
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INTRODUCING CYBERSWINE™, THE INTERACTIVE 
MULTIPATH” MOVIE WHERE YOU CONTROL THE ACTION. 


Cybercity is about to be annihilated. Only Cyberswine — Part Cop, Part Machine, 
Full Boar Hero — can save it. But he needs you to command him how to act. 
Teaming up with renegade Lieutenant Sara Lee, can Cyberswine find the source 
of the Grid Virus and stop it before it’s too late? Don’t just watch the action. 
Control it — right from your PC. With hundreds of plot paths leading to different 
— endings, watch Cyberswine again and again and again! 

_ With Multipath, you’re in control. 

Ask for Cyberswine and other Multipath 
piGirat... Movies at your local computer retailer and 
cnet” Check out our website at 
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and ( sakes, Psygnosis | unched 
Shipwreckers! with a kick in the hull 


that says, “Hey! Lighten up!” 


No, it doesn’t make fun of the Kings of the 
- Gaming Hill, but it does present an alternative to 
the intense seriousness of the first-person shoot- 
‘em-up and strategy genres. The moment the intro 
hits (think Warcraft II meets Mario), from the 3D- 
rendered cartoonish characters to the zany 
antics of the ever-present parrot, you know 
you’re in for a fun time. 

Your mission as the captain of a 
pirate galleon is to off your arch- 
nemesis, the infamous Blowfleet. To 
find him, you'll need to explore five 


regions—each with three levels—from the top- 


down perspective, defeating his minions along the 
way. The trip isn’t an easy one, and you must con- 
tend with the usual nautical nuances like enemy 
ships, flame-throwing bases, and bomb-dropping 
parrots. Of course, you won’t be left defenseless. 
While you start out with the basic but very effective 
cannonballs, power-ups can upgrade your cannons 
and supply more ammo and new weapons. Take 
your pick from firebombs, oil slicks, mines, and 
missiles. (Yes, missiles—you gotta deal with those 
damned pesky parrots somehow, right?) 

You can upgrade ships as well, switching to a 
steamboat for extra speed or converting to an 
airship (these are really, really advanced pirates). 
This game isn’t a total no-brainer either. As a twist, 
you'll have to use smarts to get through the watery 
maze, picking up bottles containing information 


gates along the canals, and 


(hopefully) moving onto the 
next level. Every now and then 
you'll also have to complete a 
Smuggle Run, which involves 
traveling to different parts of 
the map, collecting the appro- 
priate item, and taking it to 
the right spot. Finish the 
Smuggle Run and 
you'll be rewarded accordingly. And of 
course, what’s an action game without 
big bosses? Can you say Giant Lobster? 
He’s the first of several—good luck. 
Shipwreckers! endears with some 
other neat features: If the ship bursts 
into flame from an unfortunate 
encounter with a fireball, your men 
jump overboard, lowering the 
galleon’s power level. Pick them up 
quick, or they’re dead, sinking into the 
sea. For the mildly sadistic, you'll get a 
kick out of seeing enemy ships and 
little guys in their watery graves. 
(If anything, they serve as a useful 
reminder that you’ve already been to 
that part of the map.) Oh yes, for 
those bombing parrots: Blast them 
with a rocket and you'll get instant roasted bird for 
lunch. (You have got to see this!) 

Multiplay mode doesn’t support modem or 
network, but you can hook up your joysticks or 
gamepads to one PC and have a slugfest over a 
single screen for up to five people. A tech note: 

The game requires a 3D accelerator card with a 
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minimum of 1MB of VRAM, so some folks may 


be out of luck. 

No, this isn’t Total Annihilation or Jedi Knight, 
and it doesn’t pretend to be. What we have is a 
game that’s fit for kids and those who want a break 
from gore and mass destruction—if there are still 
any of you left. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Arrggh! This game’s for every filthy 
swab—if you've got the 3D. 


SHIPWRECKERS! 


Psygnosis 

800-438-7794 
www.psygnosis.com 

Win 95 CD 

P90, 16MB RAM, 

3D card, 1MB VRAM, 

2x CD-ROM drive 

MMX, 32MB RAM, 4MB VRAM, 
4x CD-ROM drive 

$50 


Can't get the gate open? Kill every- 
thing in sight—that just might do it. 

Want extra stuff? Head toward a waterfall to get to 
the secret caves. W It can get pretty annoying when 
your ship catches fire (with your men abandoning 
ship and all), but put it out! Rescue your men after 
the fire is out, or they'll just jump off again. Hurry! 

If you're running low on energy, try setting enemy 
ships ablaze and rescuing their seamen to boost your 
energy level. W Don't underestimate the importance 
of Smuggle Runs. They’re sometimes vital to solving 
the map. 


PLAY THE DEMO ON 
PC GAMES.EXE CD-ROM 


Nuclear Strike 


By Daniel Morris 


merican covert-ops bigwigs face a 

nuclear crisis as a renegade Third World 

power tries to establish atomic capabil- 
ity. Your super-covert mission is to covertly enter 
their airspace in an ultracovert attack helicopter 
and then blow the crap out of the bad guys. Oh 
yeah, if you get shot down, there will be no record 
of your existence, plausible deniability, and a lot of 
general covertness. 

With that, we present Nuclear Strike, the off- 
spring of EA’s console hit Soviet Strike. To be fair, 
Nuclear Strike was developed simultaneously for 
both console and PC, and the result is 


that the PC version offers a 3D-acceler- 


ated experience that 
elevates it from the ghetto status 
of “straight port.” But you never 
forget you're playing a console 

game, and I mean that in a bad way. 

Much like its older brother Soviet Strike (whose 
advertising created the kind of blitzkrieg marketing 
hype that Nuclear Strike will enjoy), there’s not 
much to this game. Because it consists of little more 
than humming around and blowing stuff up, EA 
tries to compensate with a staggering amount of 
rapid-fire MTV-style video baggage. Hoping to pass 
this endless montage of scowling military honchos 
and blond spies off as a backstory, Nuclear Strike’s 
intros and between-mission scenes end up causing 
more seasickness than the flight model. 

If you don’t have a 3Dfx card in your machine, 
there’s really not much point in owning Nuclear 
Strike. Designed from day one as a 3D-accelerated 
graphics clinic, the accelerated terrain and sharp- 


ness of the 3Dfx graphics are more or less required 


to get any real enjoyment out of the experience. 


And despite the game’s thinness, 
there is enjoyment to be had. Every- 
thing looks fantastic. The polygonal 
enemy vehicles are especially eye- 
catching, and, for a while, engaging 
them is a blast. 

Nuclear Strike mixes up its mis- 
sions with a stab at variety. There are 
rescue missions where you'll have to 
find waiting friendlies on the ground 
and winch them up to your chopper. 
Certain missions demand the 
destruction of radar-warning towers, 

crippling the enemy’s alert systems 


and saving you a lot of trou- 


Vv" 


ble. But ultimately, each mission 


has the same feel as each of the ones preceding it. 


Once you've flown around for about half hour, you 
pretty much get the sense that this is all they wrote. 

While your chopper is piled high with missiles of 
every type, the weapons are virtually indistinguish- 
able in combat and serve no differing functions. As 
pretty as the terrain is, great swatches of it seem 
bland and unconnected to gameplay—for example, 
the elevation changes rarely make any difference, 
since your enemies don’t seem capable of using 
ridges or gullies for cover. 

You may as well brace yourself, too, for the 
215MB install, which is quite mandatory. 

Nuclear Strike is at its best when the developers 
throw you a few bones to relish incinerating. Bridges 
guarded by towers make especially interesting targets, 
and the engagements with river PT boats are always a 
thrill. The highest points come when you're trying to 
pull friendlies out of guarded camps and need to 
make precise, controlled attacks to open up a safe 


dust-off zone. But these moments are few—say, 
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maybe once per mission—and the rest of Nuclear 
Strike gets duller and duller. 

Nevertheless, all those grim-faced honchos keep 
on barking, trying to convince you this is real 
exciting stuff. Maybe they should be flying the . 
ultracovert chopper. Crises of this gravity might 
benefit from their enthusiasm. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 


OVERALL 


MULTIPLAYER: 


Very console. A 3Dfx workout, but a 
pretty thin action game. 


NUCLEAR STRIKE 


- Electronic Arts 
800-245-4525 
WWwW.ea.com 
Win 95 CD 
P75, 16MB RAM, 215MB HD, 
2x CD-ROM drive 
P120, 3Dfx card 
$50 


You can't destroy your own power- 
ups on the ground, so don't be afraid 
of indiscriminate fire in the presence of spare ammo. 
Whether or not it’s required, the first order of busi- 
ness in any mission is to knock out the radar tower. 
Locate it on your scope and cripple it before turning 
to your primary objectives. W A sort of mutated 
circle-strafing can be effective when engaging a 
rapid-fire ground unit. Use the “tap left” and “tap 
right” buttons to make minute adjustments to your 
position as you fire on the target. You won't be mov- 
ing wildly enough to blow your aim. W Tanks can 
occasionally camouflage themselves in treelines and 
wait for you to get close before whomping you from 
underneath. Circle wooded areas to take a look, 
particularly those near base camps. 


PAREN, 


2 at this year’s ES 


www-.sierra.com/halflife 


ees) 
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ot content with resting on Hexen II’s 

success, Raven’s released Mageslayer, its 

take on the venerable top-down shooter. 
Essentially Gauntlet for the Quake age, 
Mageslayer is violent, intense, and addictive. And 
for those old enough to actually recall the pleasure 
of Gauntlet’s arcade-style, quarter-hungry dun- 
geon-romping, this game’s almost sure to please— 
especially if, like myself, you thought Diablo was, 
well, utterly boring and extremely overrated. 

The Mageslayers of the title are four heroes who 
are called on to destroy the overwhelmingly evil Lore 
Thane, a vengeance-seeking mage from a centuries- 
old conflict. The Arch-Demon is a fire-belching 
brawler, the Earthlord is a hammer-wielding dwarf, 
the Inquisitor has holy powers at her disposal, and 
the Warlock controls the powers of chaos. Much like 
in Hexen II, characters gain new powers and greater 
stamina as they progress through the five different 


lands, searching for the shattered pieces of a magic 


relic that will allow passage to the final conflict. 


The 25 levels (spread over five worlds) are well 
designed, extremely crowded, and fast-paced. 
Indeed, if there’s a major flaw in the single-player 
game, it’s that the levels tend to go by too quickly. 
That said, there are a host of secret levels and hid- 
den treasures to be found, and the game gets very 
tough as you progress. 

There are switch puzzles, platform jumps, smash- 
ing walls, collapsing floors, and other deathtraps to 
overcome, and the sizable bestiary varies with each 
realm’s theme (tombs, lava and ice worlds, desert 
palaces, and so on). The monsters aren’t geniuses, but 


they do gang together; and the magic-using creatures 


Mageslayer 


By Jason D‘Aprile 


actually transform dungeon 
rats and frogs into full- 
fledged monsters, and even 
raise the dead. The bosses at 
the end of each world are 
impressive, too, with obnox- 
iously powerful attacks and 
suitably evil appearances. 
There are a myriad of 
power-ups to be found, 
from health and spell power 
to bombs, invisibility, and 
even an icon that turns you 
into Death himself for an 
all-too-short moment. 

Mageslayer uses the custom Vampire 3D engine 
used by Take No Prisoners. They’re basically the 
same game, with Mageslayer skewed toward fantasy 
fans and TNP appealing to sci-fi buffs. With a 3D 
card, Mageslayer’s graphics are incredibly impressive, 
with sharp, detailed characters and flamboyant visual 
effects. Without a 3D card, however, the 
game looks decent at best. The music is 
quite good, and the sound effects are 
nicely atmospheric, too. 

Control is laid out the same as 
most first-person shooters—complete 
with strafing and jumping—so most 
action gamers should be able to jump 
right in and start their bloody slaugh- 
ter. Movement often felt slippery, 
though, and characters seemed prone 
to rotating during battle, making 
aiming hard at times. 

Mageslayer’s multiplayer aspects 
seem to mirror Hexen II and Quake 
too much for the game’s own good. 
The network options are impressive—four-player 
cooperative (Gauntlet fans unite!), 16-player death- 
match, and Capture the Flag. Unfortunately, if you 
plan to play over the Net with a normal modem, 
you'll have to find a dedicated server to do so, 
because otherwise with TCP/IP and IPX (through 
Kali), the game only plays well for the host. At 
press time, there were no such servers up, and any 
that have gone up will probably be deathmatch- 
only. It’s likely that the game will appear on the 
Internet gaming services. 

This multiplayer flaw is the biggest problem in an 


otherwise thoroughly enjoyable action romp. But for 
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a game so strongly rooted in multiplay, it’s a sizable 


oversight (hopefully one soon to be patched). Still, 


for anyone who enjoys a great action game, 


Mageslayer won't disappoint. 


MAGESLAYER 


GAMEPLAY: aa 


GETTING STARTED: 
GRAPHICS: 

3D ACCELERATED: 
SOUND CHECK: 


MVERALL 


MULTIPLAYER: 


Violent and atmospheric, Mageslayer 
dashes by you. 


Raven Software 

GT Interactive 
800-621-4847 
www.gtgames.com 
Win 95 CD 

P90, 16MB RAM, 
1MB video RAM 
P133, 3Dfx card 
$45 


Magic-wielding beasties are often 
more susceptible to close-range physical 
attacks than spells. They can cause major damage 
not just from their attacks, but from (annoyingly) 


raising up new monsters. W The levels are pretty 
straightforward but full of secrets, so it always pays 
to look around and hug (or even attack) the walls. 

You can't save in the secret levels. If you die, you'll 
just return to the main level, but the secret ones offer 
hordes of rewards. W For a neat trick, bring up the 
console by pressing the tilde (~) and type +6dof for 
the first-person mode, which will often allow you a 
better view of some surroundings. Just don't do it 
when monsters are around. Type -6dof to go to 
normal view again. 


--- YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS... 


Stone -GrpW-> -----: Where did DW’s Banshee go? 
JT Chance -GrpW-> -----: It shredded my gyro! 
I'm out! DEAD! 
Stone -GrpW-> -----: I'm gonna need help 


- who's left? 
HELLO? 


APONce 


www. multiplayerbattletech.com 
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sharp artwork. 


ow, this is a very pleasant surprise. 
After all, the demos for Chasm: The 
Rift suggested this 3D shoot-’em-up was 


going to be a Doom variant with a few twists. But 
the final cut has emerged as a lively, artful, and 
surprisingly original stew with bits and pieces from 
other games. 

This mission-based first-person blaster follows 
your commando from military base to ancient 
Egypt to the Middle Ages and beyond as you try to 
contain a campaign to disrupt the flow of time. 
Sound familiar? It 1s. 

In the engine department, Chasm’s a sort of id 
smorgasbord—a Quakendoom, if you will—with a 
little Duke Nukem 3D mixed in. You’ll spot Quake 
in the 3D enemies and the serial-killer-in-a-slaugh- 
terhouse approach to gore. You'll see Wolfenstein 
3D in the squared-off quality, Doom in the two- 
dimensionality of the game world, homage to 


Duke in the breakable windows and bullet- and 


Defiance 


Descent-style shooter...from 
Avalon Hill? Right. And I 
suppose TalonSoft is doing a 


Tetris game. 

Unfortunately, that’s about the 
biggest surprise you'll find in Defiance. 
While reasonably entertaining, this 
debut release from a new AH division 
called Visceral Productions 1s 
ultimately rather predictable. 

You’re putting a prototype for a 
new assault craft through its paces on 
the range, when aliens attack. You quickly find 
yourself thrust into a position of savior as your 
base’s last line of defense. As such, you'll have to 
make your way through 13 levels doing the usual 
sorts of things: blowing away a crew of manta 
ray-like enemies; activating consoles and power 
stations to clear your path; and grabbing power- 
ups to bolster your hull and better weapons to tear 
down the enemies’. 

And that, in essence, is it. There’s ust not much 
here to get excited about. The aliens are a drab 
bunch—neither smart nor scary—and what good’s 


An example of Chasm’s 


explosion-holes in the walls, and a touch of Hexen 


in the artwork. 

Chasm’s enemies are individually distinctive, yet 
consistent in appearance—just funny enough to 
make you chuckle, and just sinister enough to 
make you stop chuckling. The weapons have been 
neatly integrated into the level design. The 
“bosses” are plentiful (one every four levels) and 
are holy terrors in a fight. Shot-off enemy body 
parts bounce merrily in tune to a good in-game 
physics model. 

This last feature has already earned the game 
some critical commentary, but Chasm isn’t that 


much more shocking or gross than its peers. 


The first level of Defiance is part training-mission. 


a game in which you don’t give a hoot about your 
enemy? The graphics are just serviceable. Even the 
3D-accelerated version (for 3Dfx- and Rendition- 
based cards) has no luster. 

Now, it’s not a bad game per se. Your craft’s 
vertical thruster is a nice touch: it’s like having a 
permanent jetpack, and when it’s put to good use 
(as in the excellent Harbor level), you'll find it 
really opens up the environment. The craft’s 
inertial “feel” is on target. And I liked the way the 
designers integrated the story via radio transmis- 
sions (which can be replayed). 
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The only real problem is size—there aren’t 
enough levels, which makes Chasm more like a big 
pothole. There are only 16 single-player levels and 
another six specifically for deathmatch. The upside: 
The game comes with a level editor. 

Chasm may be a hodgepodge of what’s come 
before, but it’s focused on the things that really 
work. Better still, it’s fun. —Peter Olafson 

GAMEPLAY: & + 
GETTING STARTED: & 

GRAPHICS: B + 
SOUND CHECK: B 


MULTIPLAYER: B 


DEVELOPER: 
PUBLISHER: 


Megamedia 

GT Interactive 

800-621-4847 

Wes: www.gtinteractive.com 

PLATFORM: DOS CD/Win 95 CD 

REQUIRES: 486 DX4, 16MB RAM, 75MB HD, 
VGA, 2x CD-ROM drive 

Recommendeo: P90, PCI SVGA 

Street Price: $30 
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Same old, same old 


Finally, the game treats saved-game locations 
not as a right but as a privilege, and it uses a 
Marathon-like system of allowing you to save only 
at certain consoles. This should give Defiance a 
somewhat longer life. 

But will you want it to have one? 

—Peter Olafson 


GAMEPLAY: C + 
GETTING STARTED: B 
GRAPHICS: C 
SOUND CHECK: B= 


MULTIPLAYER: C 


DEFIANCE 


Visceral Productions 

Avalon Hill 

800-999-3222 

Wes: www.avalonhill.com 

PLATFORM: Win 95 CD 

REQUIRES: P90, 16MB RAM, 30MB HD, 
2x CD-ROM drive 

Recommenveo: P133, 174MB HD 

Street Price: $45 


DEVELOPER: 
PUBLISHER: 


—-—~FRANSCRIPT MESSAGE RECEIVED GSMT 16:42 °47 AGROCOLONY SECTOR PRIME @———— 


Miller----Did 
| you hear that’ 


ORTEGA----—Yeah... 
there's something back there... 
Miller—--—Ortega... 
ORTEGH ! 
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Sub Culture 


By Bob Lindstrom 


ysterious watery grottos, rays of light 

blazing through the cloudy sea, and 

your lonely headlight piercing the 
blackness of an underwater cavern—Sub Culture is 
among the most beautiful games available. One 
look and you'll be cheering your 3D accelerator. 


PROF. SEMPLE 
fish pois 


The brain damage should be minor 


In games, though, beauty floats in the shallows. 
More important is that the Sub Culture environ- 
ment could be home to a great game—if only 
someone would wade in and find it. Criterion got 
in halfway up to their hipboots and fished out 
gameplay that just doesn’t measure up. It’s a big 

one that got away. 
Sub Culture is like a very damp take on Origin’s 
Privateer series. You visit cities to trade goods and 
equip your one-man submarine. To generate cash, 
you venture out in a 3D POV 
to scavenge the seabed or 
undertake one of over 25 mer- 
cenary missions—choose which 
from the emailed requests for 
your services. Eventually, you 
become embroiled in a rivalry 
between two hostile cultures: 
the Bohine and the Proch 

This simple story was. 
enough to hook together Sub 
Culture’s missions; but “putting _ 
a hat ona hat,” the designers oe 
also make you part of a minis- 
cul -(a few millimeters 
hat lives in the shallows 


yolluted waters. Yourworld =i 


is trashed with cigarette butts, bottle caps, and (Did 
my eyes deceive me, or were those) condoms. Not 
much of this is really integrated into the game, 
resulting in a fantasy culture as needlessly littered as 
the waters it lives in. 

The missions, too, never swell up to a wave of 
excitement. They’re repetitive—more 
than once we tag an enemy with 
listening devices and rescue a dead- 
in-the-water craft—and the pacing of 
several missions is downright tedious. 
There isn’t much fun in tugboating a 
lost craft home, even under threat of 
gunfire. Then, your limited-range 
radar lets pirates suddenly appear 
and blast your can to Davy Jones’ 
Locker, leaving you little time to plan 


a strategy. 
a 


i have to resort to the lion ee Still, there are those breathtaking 


ed 


CM craphics—dappled light plays over 


the sea bottom, exotic fish swim by, 

giant electric eels try to “light your fire,” and a 
variety of craft come and go in the routine of 
underwater commerce. The physics are also mirac- 
ulous—small currents keep you subtly bobbing, 
and weight pulls you downward while you tow an 
endangered vessel. This is a great place to just hang 
out—frankly, I had more fun touring than I did 
pursuing the missions. 

In addition to its innovative 3D technology, Sub 
Culture can also shiver your force-feedback joystick 
if you’re using DirectX 5.0. As with other first-gen 


force-feedback games, the joystick jiggles are largely 
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limited to weapons fire and the occasional collision 
with floating objects (though, oddly, impact with the 
ground does nothing). Going the extra nautical mile, 
however, the stick also shudders if you attempt a 
radical maneuver. It’s a nice, ominous touch. 

Sub Culture loses what cutting edge it has at its 
multiplayer options. There ain’t none, sailor. And 
that’s too bad, because I can easily imagine the 
excitement of opening up this environment to mul- 
tiplayer undersea deathmatches that race past (and 
into) the game’s massive cliffs or creep stealthily 
through twisting caverns. 

While I can’t reel in overwhelming enthusiasm 
for Sub Culture, I hope its obvious graphics appeal 
parlays into a sequel, or at least another undersea 
epic from Criterion. Given a second chance—and 
the remarkable capabilities of its Dive engine— 
Criterion could snag a whopper. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 


MULTIPLAYER: 


SUB CULTURE 


Unsatisfying gameplay wastes 
spectacular 3D technology. 


Criterion 

Ubi Soft 

800-824-7638 
www.ubisoft.com 

Win 95 CD 

P90, 16MB RAM, 40MB HD, 
SVGA, 4x CD-ROM drive 
P130, 16MB RAM, 3D card 
$45 


Be sure to keep your shields in repair. 
It's affordable, unlike hull reinforcement. 
(The manual is vague on this point.) W Don't get 
too attached to one culture. Mix up your mercenary 
gigs and be a pal to all, or you may find yourself in a 
doubly hostile world. W Since the short-ranged radar 
won't help much, use variations in your elevation to 
avoid enemies and their firepower when they sud- 
denly appear. W Missions will regularly require you 
to move from the third-person behind-your-ship view 
to a full-on POV. Get used to changing your perspec- 
tive. W Although pirates can hit you at any time, 
you won't feel real hostility until later in the game. 
Take the merciful opening game as a chance to 
stockpile some cash by scavenging. W Missions 
will be confusing. Listen to mid-mission commu- 
niqués and, if necessary, take brief notes. It’s a drag 
to forget your objectives (and the in-game mission 
description inconveniently neglects to describe these 
midcourse corrections). 


Uprising 


By Peter Olafson 


1-9-9-8 2D, or not 2D: That is the 


—_— question. The answer: 


ip Uprising. 
J The first 3D real-time game 


GAMES 


to take arms against a sea of 


Command & Conquer clones, 
this hybrid of strategy and action finds you 
commanding a rebel force as it leapfrogs across the 
cosmos in a series of 25 assaults against planets 
held by The Imperium. 

Your objective: Use a versatile and powerful 
vehicle called the Wraith to build a series of great 
gun towers called citadels. These, in turn, serve as 
anchor for installations that provide power and 
churn out infantry, tanks, AAVs (essentially 
gunships), and bombers. 

No waiting for a steel skeleton to be erected 
first: Complete factories are dropped on pads 
around the citadel; and the troops, gun turrets, and 
SAM launchers teleport into 
position on the map near the 
location targeted by the Wraith. 

Some of these will just head off 
and do their duty as they see it over 
the varied landscapes (including 
volcanic-based and wintry-cold 
maps). Infantry will try to plant 
their satchel charges on nearby 
enemy buildings. Tanks will open 
fire. Gunships will patrol the skies. 
Others, like bombers and the 
dreaded KSAT attacks, will have to be assigned 
a target. 

That mobile command center isn’t simply your 
expedition’s mother hen. It’s also a supertank that 


can mete out a great deal of punishment in a pinch. 


The satellite map allows you not only to 
get the Big Picture, but to drop new 
factories and repair the ones you have. 


Here, you can dispatch spies and 
probes and order upgrades. But 
everything has a price. 


Get your hands dirty 
on the battlefield 


B 
One of our tanks faces off with some 


freshly created enemy infantry. 
(The tank wins. Squish.) 


Similarly, you can hop into the Citadel at a keypress 


and open up on aggressors with its powerful twin 

cannons. (Look tor two similar games—Golgotha’ 
and Battlezone—to adopt a similar mix of strategy 
and shoot-em-up.) 

Between missions, 
you can spend your 
hard-won money 
(earned for completing 
the conquest of worlds) 
on a spy or probe to 
check out the next 
world, or on equipment 
upgrades. (Be careful 
how you spend your 
winnings: I have a 
sneaking suspicion that Uprising is won and lost on 
the technology screens.) 

Once you get the hang of the controls, you'll 
find all the strategy and action to be simplicity 
itself, and the game will acquire a vigorous and 
addictive life of its own. Uprising provides the 
personal touch that every variation on C&C—even 
the best of them—has lacked. Here, you’re not 
simply the catalyst but down in the trenches, up on 
the heights, and physically part of the game—and 
that’s a transforming detail. I’ve never felt as 
involved and connected in a 2D real-time game. 

It also means the graphics really matter. They’re 
excellent in hi-res mode, and the sculpted 3Dfx 
version is lovely. 

Now, I’m not saying Uprising doesn’t have weak- 
nesses—just that the pure novelty of its concept does 
a lot to compensate for them. Admittedly, though, 


the number of unit types is comparatively small, and 
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there seems to be no way to 
redirect on-station units to new 
targets—an unreasonable rest- 
riction given the limited power 
resources (and hence production 
capacity) in each mission. Also, 
there’s little flexibility in building 
construction. (Each citadel can 
support two or three factories 
and three gun turrets.) 

And while I was able to get 
the 3Dfx version working with 
the Righteous 3D card on one system, I had no luck 
persuading it to run with the Diamond Monster 3D 
card on another. The docs also confess problems 
with “below-average” performance in TCP/IP 
games, and an undiagnosed problem with crashes 
after very long play sessions. 

But having said that, I know I can go back to 
my Pentium and play the game without these being 
an active consideration or burden. 

My vote: Not 2D. Uprising is definitely 
the answer. 


GAMEPLAY: A= 
GETTING STARTED: A- 
GRAPHICS: A- 
SOUND CHECK: B+ 


UPRISING 


MULTIPLAYER: B 


DEVELOPER: Cyclone Studios 
PUBLISHER: 3D0 
800-336-3506 
Wes: www.3do.com 
PLATFORM: Win 95 CD 
REQUIRES: P90, 16MB RAM, 
50MB HD, 1MB video card, 
2x CD-ROM drive 
P133, 32MB RAM, 
100MB HD, 2MB PCI 
video card, 3Dfx card, 
4x CD-ROM drive, 28.8 modem 
Street Price: $50 


RECOMMENDED: 


v You may want to wait until your 
enemy declares himself before you plop 
down your citadel-protecting gun turrets. (Sometimes 
you'll want them all on the same side, and sometimes 
they can perform offensive functions.) W Resources 
are limited, so build when and what you need—and 
not simply when and what you can. If you do run out, 
take the Wraith out to hunt for power-ups. W Set up 
a couple of AAVs on combat air-patrol over each of 
your citadels. W If you find a KSAT structure, make it 
a priority target ASAP. This Star Wars—type weapon 
probably won't have to fire twice. 


TIPS 


PREGNANT WOMEN, INDIVIDUALS WITH BACK PROBLEMS AND 
RECOVERING HERNIA PATIENTS SHOULD NOT LIFT THIS PACKAGE. 
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Buccaneer 


By Barry Brenesal 


here’s certainly room for a good role-playing 

computer game with a pirate theme. 

MicroProse’s Pirates! is hopelessly dated, 
though it was fine in its day. Discovery Channel’s 
Pirates is superior visually and information-wise, but 
sadly lacking in other respects (no ship upgrades, for 
example). It was to be hoped that SSI might fill the 
gap, given its expertise in strategic simulations; how- 
ever, Buccaneer falls far short of the mark. 

First, the visuals. For such an exotic locale as the 
17th-century Caribbean, Buccaneer’s graphics are 
surprisingly boring. When you access each port, the 
menus are not only 2D and poorly drawn, they’re 
also virtually identical. It would’ve been easy to 
create simple, uniquely customized screens to 
represent San Juan, Catagena, and Havana—not 
necessarily as the cities 
themselves actually 
were, but as they might 
be for the sake of a 
game. No research 
would’ve been required, 
just a little effort and 
artistic imagination. 

The interiors of | oe 
shops are identical as ee Sti citi 
well, all taverns or sup- 
ply depots completely alike. What’s puzzling, 
however, is why it takes so long to load individual 
modules in Buccaneer, since the graphics are so 
slight. If the product were Riven or Diablo I'd 
expect this; but even a swapped CD-ROM in Riven 
loads faster than exiting Buccaneer’s supply depot 
for the main port screen. 

Both Pirates and Pirates! have rudimentary 
economic models to support profits by trading. By 
contrast, Buccaneer lacks any economics whatso- 
ever. You don’t buy or sell sugar, salt, 
cloth, rum, and so on. You only sell 
goods. These are acquired from sinking 
ships. All the fun of making a killing 
through delivering bootleg supplies or 


business savvy is missing, and with it 
goes the strategic element of trade. 
Combat is poorly handled as well. 
I belabored Pirates for offering a poor 
hand-to-hand combat module that 
was short on options, but at least it 
offered options. There’s no hand-to- 
hand combat in Buccaneer. Once you 
engage in a boarding action, the game 


runs some equations behind another 2D image 
and resolves conflict automatically. 

Ship combat is better. There are nine different 
vessels to buy or capture, with wind effects and 
ship condition taken into account dur- 
ing battle. But the 3D ship-battles 
feature uninspired visuals, and the 
sound effects are laughable (although 
sound elsewhere in the game is varied 
and passable). There are no variations 
on cannon size and quality. You can’t 
purchase a fleet of ships. You can’t 
attempt a land-based attack on a port— 
you have to attack by ship and face fort 
cannons aimed at the sea. Lack of 
options once again translates into lack of fun. 

The six role-playing campaigns could potentially 
have been the best thing about Buccaneer. You can 
choose to clear your family name, hunt down the 
pirate who abducted your love, or seek revenge on 
a double-crossing former ally. The lack of variety, 
imagination, and detail still impoverish these, how- 


ever. Each adventure turns into nothing more than 
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ship-combat sequences and visits to 
tavern keepers for information. 

Buccaneer’s multiplayer mode 
focuses solely on user-defined ship-to- 
ship combat. You choose vessels and 
nationalities, then bombard one 
another until someone sinks. 

This is a disappointing entry from SSI: 
Buccaneer deserves to be scuttled, me 
hearties. Raise a distress flag, and let’s 
hope that somebody else does up a proper 


piratical adventure game real soon. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Slowwwwww sailing. 


SSI 

800-601-7529 
Www.ssionline.com 

Win 95 CD 

P90, 16MB RAM, 

22MB HD, 2x CD-ROM drive 
P120, 4x CD-ROM drive 
$40 


Many menu screens give no indica- 

tion of how to exit. (Esc doesn’t work.) 
Try left-clicking your mouse around the lower left or 
center. That will usually bring up a dagger cursor with 
the Exit option, though you may have to do this more 
than half-a-dozen times. W Find a pirate hideout 
when you begin play. Recruit as many sailors as you 
can at the Tavern, and stock up on supplies. Then go 
out looking for trouble. W Pirate hideouts lack repair 
docks. Since you start with only a piratical flag, and 
the way to get into a nation-aligned port is under false 
colors, attack a Spanish, British, or French ship and 
grab its flag. You can then fly it and try to sneak into a 
foreign port. 


Looking for some free 
friendly competition? 


Sure, these games are a blast by themselves. But just wait till you play 
them against real, unpredictable, fun-loving opponents. On Mplayer." 
The free Internet-based game service that lets you take 


on live players from all over the U.S. and Canada, in 
the latest, hottest games. Including ATF Gold,” 
Warlords" Ill: Reign of Heroes and Links LS. 


But there’s a lot more to Mplayer than flesh-and-blood competition. It’s 

the only online game service that actually lets you talk to your 
opponents in real time—using your own voice. You also get 
the fastest live game action, with no delays. And in between 
games, Mplayer gives you a fun place to hang out, where 
you'll find tournaments, contests, awards, expert advice, 
and a friendly online community. 


See for yourself why so many game magazines have rated 
Mplayer as the top online game service. You'll find our 
free software on today’s hottest game CDs. Or you can 
download it from our web site at www.mplayer.com. 


Then, you can stop looking for friendly competitors. And start having fun with them. 


gs fe 


PLAYER’ 


www.mplayer.com 


©1997 Mpath Interactive, Inc. All rights reserved. Mplayer, the Mplayer logo and Wanna Play? are trademarks of Mpath Interactive, Inc. All other names are property of their respective companies. 


mujin: 
Adventure 


ames should be fun. Now, that would 


seem self-evident (or, put another way: 


Duh!!!!). But part of a game’s fun is the 
sense of accomplishment you get from playing 
through it—from actually getting somewhere, 

or blowing something up, or achieving a 

goal. And part of the general malaise 
adventure games seemed to suffer 
over the past couple of years stems 
from many of them being too hard 
to be fun. 

Unfortunately, that’s the trap that 
Temuyin: A Supernatural Adventure 
falls into. This debut offering from 
SouthPeak Interactive has 
a lot to recommend it— 
high production values, a } Val | 
cool new full-motion-video “~~ 
engine, and an unfolding mystery story that doesn’t 
lack for depth and interest. However, it’s also got an 
air of inscrutability that’s exacerbated by some ridicu- 
lously hard puzzles. If you ever do make it to the end, 
you re going to look like one of those poor saps you 
see at the very end of the Olympic marathon—stag- 
gering in, weaving, knowing you have to somehow 
finish but too fried to even see the finish line. 

The story revolves around the trapped spirit of 
Genghis Khan—known as “Temiijin” to the 
Mongols of the 13th century. An introductory 
FMV cut-scene takes you to his funeral, where 


forces of evil pirate his spirit away to “a time so 


distant, your children and the generations beyond 


cannot dream of it.” 
Cut to the modern-day Stevenson Museum, 


home of artifacts of the Khan era, where you’re 


A Supernatural 


By Don St. John 


plunked down in the 
hallway and left to figure 
out the usual: what 
you're doing there, and 
what’s going on. Your 
information comes from 
conversations with the 
museum’s staff and 
overheard tidbits of 
dirt. Slowly, you can 
begin to move around 
the museum, figure out 
who’s who, get infor- 
mation on the staff's 
motives 
and actions, and pick up items— 
the usual adventure-game mix. 

The game’s means of getting you 
around is pretty artful. SouthPeak’s proprietary 
video engine, Video Reality, moves you through the 
settings in a sort of gliding fashion that doesn’t 
always choose the most direct path, but ends up 
being a cool effect. The environments, which are 
loaded with gorgeous art, are stitched together 
seamlessly. As a result, Temiijin ends up being one 
of the first FMV games I can remember whose per- 
formance feels equivalent to a rendered, animated 
game. Graphically, this is a treat. 

Which 1s good: You'll have a lot of time to view 
all the art and other objects. The paths aren’t linear, 
and as you look for the museum people who are 
trying to latch onto Khan’s evil powers (of 
course you've figured out that’s what’s going 
on), you'll have to do a lot of exploring and 
puzzle solving. Good luck: It’ll take you for- 
ever to figure out some of this stuff. For 
instance, the first puzzle you have to solve in 
order to free the spirit of Khan’s concubine 
Mei (the woman in the intro who tries to halt 
the capture of Khan) is a convoluted mix of 
precisely measured water and powdered blood 
into a chalice. Even with clues to the formula 
in other parts of the museum, you could mix 
and match your items for ages before hitting on the 
right combination. 

The saving grace? The hint book SouthPeak 
includes, which covers the first two levels. After 
those, Temuyjin continues in much the same vein, 


making it mostly an exercise for serious puzzle-heads 
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or masochists. Immersion in the story also helps to 
maintain interest: it gets more engrossing as you go. 
If you feel up to a mind-bending challenge with 
cool graphical quality, you could do much worse 
than this. I suspect, though, that a lot of you may 
revert back to Quake or Solitaire long before you 


meet every member of the Stevenson Museum. 


GAMEPLAY: C 4 a 


GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: 


TEMUJIN 


OVERALL 


MULTIPLAYER: 


Good story and technology don't 
overcome inscrutability and difficulty. 


SouthPeak Interactive 
800-774-6183 
www.southpeak.com 
Win 95 CD 


P90, 16MB RAM, 30MB HD, 
SVGA, 2x CD-ROM drive 
P120, 2MB VRAM, 

4x CD-ROM drive 

$49 


“ai :haam © Use the hint book when you hit the 
iaiilited inevitable wall in Episode 1. ¥ Make 
sure you have the right amount of water before you 
add blood to the chalice. (Really, use the hint book 
for this one—nobody will ever know.) W Anger the 
scorpions, and they'll kill each other. Of course, then 
there’s one left, but you can manage that, can't you? 
The camera in the Gift Shop is absolutely crucial. 

You'll use it for Mystic Photos right up to the end of 
the game. ¥ If you thought this game was all about 
reading tea leaves, you're actually right. 


ADVENTURE 


Whe eighth go-round for this venerable series 
is a truly epic adventure game. Zork: 
Grand Inquisitor (ZGI) is large-scale, 
rambling, grand for the eye and ear, and, like most 
epics, somewhat shallow on the content side. ZGI 
will stimulate your senses and, on occasion, numb 
your brain. 

For those who follow the Zork legend, ZGI is 
set 120 years after Zork: Nemesis. A Grand 
Inquisitor has taken over the kingdom, imposed 
oppressive laws, and banned the use of magic. The 
player, acting as a one-man Zork ACLU, travels 
across time and space to find the means to defeat 
the tyrant. Along the way, you meet a Dungeon 
Master whose disembodied spirit supplies 
commentary throughout. 

It’s a very simple story, but in ZGI, the view is 
the thing. No matter what games are released over 
the next year, ZGI should 
remain unchallenged for its 
stunning art direction and 
seamless integration of image, 
animation, video, and sound. 
From simple doorways to 
book bindings, everything is 
rendered with lovingly 
detailed design. The game uses the 
Z-Vision engine premiered in Zork: 
Nemesis. Seamlessly inset animation and video 
make the world of ZGI one of the most impressive 
virtual environments ever in a 2D game (the two- 
headed video “monster” at the gate of Hell is 
remarkable). 

Sound and music are no less advanced. The 
score offers almost wall-to-wall music: While I 
usually regard that as a Muzak-addled liability, here 


it sets down an atmospheric foundation for your 


Zork: Grand Inquisitor 


wanderings or, in the 
few full-motion video 
sequences, backs up the 
dialogue almost as if it 
was set to music. 

An intriguing 
novelty for adventure 
games is the 
multiplayer link mode. 
Players can cooperate 
through an Internet or 
network connection. 
Activision has released the ver- 
sion reviewed as beta code, meaning it 
isn’t quite debugged and “ready for prime time.” 
Those who can run the Java-based link mode can 
rely on human buddies to help solve some of ZGI’s 


more brutal puzzles. 


The interface, so easily 
convoluted in an 
object/puzzle-based adven- 
| ae ih | ture game, is simple and 
| ee elegant. An intelligent 
cursor indicates where you 

can move and what might 
merit your attention. 
Inventory and spell menus 
swoop in at the top of the 
screen to give you immediate access to your items. 

With the bar of excellence set so high on the 
audio-visual production side, it’s reasonable to 
expect that the creative writing and design teams 
would soar over it. Instead, they limbo’d under it 
with routine writing and a mixed-bag of puzzles 
ranging from moronic to mind-numbing. Zork fans 
will probably praise the intention to return to a 
lighthearted tone after the sober Zork: Nemesis. At 
its best, the ZGI story and script try to revive the 
distinctive Zork humor, but they ultimately fall 
frustratingly short. 

As an example, the Dungeon Master elimi- 
nates the solitary nature of the genre. But 
rather than give the DM a distinctive personal- 
ity, the scriptwriters cranked out brisk chatter 
like the generic, try-to-be-charming commen- 
tary you might hear on a Gray Lines bus tour. 

Clearly, some of the puzzles were dumbed 
down to provide easy wins for adventure- 
game newcomers. Still others are so obscure 
that they seem created just to pop the 
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synapses of hardcore adventurers. Either way, the 
clear shortcoming of these schizoid puzzles is that 
many of them are peripheral to the story. In the 
context of ZGI’s superior sound and graphics envi- 
ronments, I’d hoped the story and puzzles would be 
just as tightly integrated. 

Still, the writing limitations don’t compromise 
the epic scope of ZGI, its beauty, or the fact that 
it ll offer hours of eye-filling entertainment to 
players who want a classic graphic adventure. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


Activision 

800-477-3650 

Wes: Www.activision.com 

PLATFORM: Win 95 CD 

REQUIRES: P90, 16MB RAM, 
Z20MB HD, 16-bit SVGA, 
2x CD-ROM drive 

Recommenvep: P133, 4x CD-ROM drive 

Street Price: $46 


PUBLISHER: 


GRAND INQUISITOR © 


bd 
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ere V The magic system plays a key role in 
; IP Ss puzzle solving. The spells are so specific 
that their use is generally obvious. However, the need 
for magic also surfaces in some unexpected situa- 
tions. When you get stuck, check the spell book. 
v Though most of the necessary objects are fairly 
easy to find, a few are virtually hidden and scattered 
to the four winds. Careful searching in all locations 
will save you tiresome legwork later. W Listen to the 
Dungeon Master. He has an irritating habit of giving 
puzzle solutions away—but on occasion, his clues 
are very important and subtle. 


MEN IN BLACK.. 
THE GAME 


Three new MiB missions — from the 
Arctic to the Amazon. 


Fast-paced action shooter with 
challenging puzzles. 


ARS od 


YOU KNOW HOW THE MOVIE ENDS. . | - Battle aliens in 200 unique settings. 
- THE GAME IS UP TO YOU. . 


developed by: 


SouthPeak and the SouthPeak logo are trademarks of SouthPeak Interactive LLC, Other brand and product names are trademarks or registered trademarks of their respective companies. © 1997 Columbia Pictures Industries, Inc. All rights reserved, 


WIN 95, 
CD-ROM 


for a free demo visit - 
SOUTH PEAK" | ee www .southpeak.com er ee 


INTERACTIVE 


ndered with real physics. Torturous tracks 


tchblade turns 
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ing whoop-¢ 
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ing jumps 


hurt. Frame-shatter 


is is gonna 


Hold on to your fillings. Th 


lovingly laid out by the world’s most sadistic designers. Yourself inclu ed. WWW. ierra.com/soda. iTS NOT Just A GAME. 
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don’t play much Quake—not because I don’t 
like it, but because, in this office, my slower 
reflexes make me fresh, immobile meat. So, in 
the course of reviewing You Don’t Know Jack 
Volume 3 and its little brother, YDKJ Television, 
I derived much joy from smashing one of my 
twitch-loving compatriots, armed with nothing 
but classical Greek mythology and Brady Bunch 
factoids. Clearly, He 
Didn’t Know Jack. 
For those of you 


id 


who aren’t familiar with 
the Jack franchise 
(where have you been?), @ 
these game-show trivia 
titles have more in com- 
mon with Comedy tino 
Central’s smart-assed 
Win Ben Stein’s Money 
than with its highbrow 
cousin Jeopardy. A sarcastic host berates losers— 
and winners, too. Most of the series’ familiar 
features, such as the love-’em-or-hate-’em Gibberish 
Questions and the Dis or Dat solo rounds, return 
for both sequels. Both Jack 3’s and TV’s Dis or Dat 
questions seem considerably harder—for instance, 
one question requires you to identify a handful of 
TV programs either produced by Aaron Spelling or 
featuring a guest appearance by Tori Spelling, or 
both. Whether you feel glee or shame at knowing 
this sort of stuff is up to you. 

Jack 3’s new elements include Three Ways 
(mini-speed rounds based more on reflex than 
on recollection) and Impossible Questions. Worth 
as much as $20,000, Impossibles range from 
extremely difficult (“What was the length of time 


SB} . 
Superman : speeding 
bullet :: Flipper : 


the average dolphin 
speeding boats 
headless chickens 


4. lightning 
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Requires a Yo-Yo or Genitalia? 


“whack the weasel’ 


-$3,000 


between the invention of the can and 


the invention of the can opener?”) to 


2 


incredibly brain-dead (“What has four 
legs, a tail, and barks?”). While both 
new features are clever, Three Ways 
only reminds you 
how much better 
Jack Attacks is, 
while Impossible 
Questions just 
seems too unfair. 
They’re not 
enhancements, 
merely additions. 

Worse yet, Jack 
3’s poorly scripted and unfunny 
Guest Host questions replace 
earlier special events like the Fiber Optic Field Trip 
and Celebrity Questions—but the older varieties 
didn’t slow the game down the way Guest Host 
does. Meanwhile, YDKJ TV suffers from a problem 
that befell last year’s YDKJ Movies—chronological 
imbalance. With so many ’70s questions and not 
enough from the two following decades, you’re 
handicapped if you’re not a baby boomer or have a 
life away from the orthicon tube. 

The original game’s extra-dry host Nate has yet 
to return, but at least the current announcers 
haven’t been blatantly trying to imitate him. Jack 
3’s host is Tom, a Jim Carrey wanna-be who’s less 
annoying than Jack TV’s Peter, who wasn’t cut out 
for hosting (note to Berkeley: Bring back Nate!). 

Jack’s simple and isolated animations create an 
amazing feeling of movement and flow. There aren’t 
any fancy renderings, but you'll find no better syn- 
ergy between game visuals and content. Jack TV’s 
between-question bumps spoof different shows and 
commercials, while Jack 3’s retro-’70s motif seems a 
bit uniform and basic; nothing approaches the 
Mentos-like sing-along quality of the original Jack’s 
Question 4: The Question That Cares. 

Nit-picks aside, Jackaholics will want both new 
volumes—the writing is still fresh and wickedly 
funny, and you won't find a better multiplayer 


game that uses a single keyboard. If you’re new to 


Jack, you'll be better off picking up You Don’t 
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You Don't Know Jack Vol. 3, 
YDKJ Television 


By Katrin Auch 


“After offering all of his possessions to his 

three daughters, this Shakespearean character 

is solving crimes with his unpredictable new 
partner!” What's the name of this show? 


“Scarecrow and King Lear” 
“Jaques and the Fat Man” 
“Simon and Timon” 
“Hardcastle and Macbeth” 


Know Jack Huge, which combines Volumes 1, 2, 
and 3 for ten bucks more. If you don’t know much 
about Aaron Spelling and Family Affair, steer clear 
of Jack TV. (And, for the curious, the can opener 
came 48 years after the can, and that thing with 


four legs is called a dog.) 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 


SOUND CHECK: OVERALL 


MULTIPLAYER: 


Equal parts education and hum 


Jellyvision 

Berkeley Systems 
800-344-5541 
www.berksys.com 

Win 3.1/Win 95/Mac CD 
486/33, 16MB RAM, 16MB 
HD, SVGA, 2x CD-ROM drive 
486/66 

$30 


Even if you trail throughout the game, 

don't give up until the Jack Attack is over. 
In the game’s final speed-round, slow wits can be 
redeemed by fast reflexes, and it ultimately decides 
the outcome. ‘Y Never jump the gun on a question— 
if you ring in too early, the game will rub your nose 
in it, blank out the screen, and make you type in an 
answer. © Don't forget to Screw Your Neighbor. If 
they don't answer a question after about four seconds, 
they probably don't know it—so ring in and screw ‘em 
with the $ key before they do it to you. 
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Chessmaster 5500 


By Barry Brenesal 


-1-9-9-8- Feeling a little intellectually 
jaded with Asteroids, are we? 


How about a nice game of 


19 3H1L 40 1838 


chess? Chessmaster 5500 is 
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undeniably the way to go. 


Its plethora of features, 
ease of use, strong engine, and attractive 
design make it a standout for any perfor- 
mance or interest level. 

If you’re unfamiliar with chess but eager to 
learn, Chessmaster 5500 offers a thorough 
tutorial course in 30-plus lessons, cover- 
ing everything from basic rules to the 
strategic concerns of specific counter- 
gambits. Each tutorial employs images 
that match the step-by-step instructions 


provided in a dialog box. 


Once you've grasped the basics, Chessmaster 
5500 furnishes an assortment of lesser competition 
to confront—and hopefully defeat: computerized 
opponents with suggestive names like Pawngrabber 
and Brute Force. Don’t be afraid of making an 
illegal move—a new Chessmaster feature explains 
each problem as it arises and suggests appropriate 
alternatives. 

Another excellent tool for the chess beginner is 
Josh Waitzkin’s Corner. 
Waitzkin, a 20-year-old 
international master (and the 
subject of the excellent movie 
Searching for Bobby Fischer), 
supplies five fully annotated 
beginner’s games. As you click 
forward through each move, 
Josh’s voice comments on 
what he and his opponents 
are up to at every moment. 
(What’s more, Josh’s fine 


natural delivery stands in stark contrast 
to many computer-game actors’ voices.) 
At the intermediate level, there are 

five more difficult Waitzkin-annotated 
games to peruse, plus a host of chess 
puzzles in the tutorial. You may 
want to select Practice Openings 
and become more familiar with 
standard lines of game develop- 
ment, or employ the intuitive Boolean 
query to access Chessmaster 

also searches through this list 
quicker than you can say Aron 


Nimzowitsch. 


=>” 


And speaking of Nimzowitsch, now’s a 
good time to test your mettle against the 58 
computerized grandmaster “personalities” —or 
build your own enemy. No other computer game 
offers the level of detail in customizing computer- 
generated opponents. There are 24 categories that 
define computer opponents you load or create. The 
predefined grandmaster personalities are further 
customized by their real-life game databases, a sort 


of memory of past performance. The computerized 


Josef Reti personality, for instance, has 350 games 


stored in the database. 

If you need assistance, consult the game’s 
Natural Language Advice. This is an elaborate 
analysis tool that recommends a line of 
development, eloquently explaining each move and 
how it affects the entire game. 

For advanced players, the Chessmaster 5500 
engine provides a definite challenge to anyone short 
of grandmaster status. Its Chessmaster Live module 
lets you join the Internet chess community, where 
you can challenge other players in real-time duels 
and tournaments. 

There are plenty of 
additional features worth 
investigating, like the selec- 
tion of dozens of board styles 
and chess sets in both 2D and 
3D modes. You can also 
customize (and save) your 
screen layout with up to 10 
dialog boxes displaying 
clocks, a move list, legal 
moves, a coach, and so forth. 


There’s really no contest: 
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I-Motion’s Virtual Chess and Sierra’s Power Chess 
have slightly stronger engines, but only grandmas- 
ters will note the difference, and both lack many of 
Chessmaster 5500's impressive features. And Art 
Data’s recent Chess Wars was an unmitigated 
disaster. Where chess is concerned, Chessmaster 
5500 has the rest of the field checkmated. 


GAMEPLAY: 

GETTING STARTED: 
GRAPHICS : r 

SOUND CHECK: OVERALL 


MULTIPLAYER: 


The essential chess program. 


Mindscape 

800-234-3088 
www.chessmaster.com 
Win 95 CD 

P90, 16MB RAM, 30MB HD, 
2x CD-ROM drive 

Pigs 


CHESSMASTER 5500 


$40 


Check the Help menu to see if you've 

purchased Version 1.00. You may find 
(as | did) that the Chessmaster Live module won't 
initialize. If that’s the case, get the 1.01 patch from 
this month's PC Games.exe. ” You can dumb down 
the grandmaster personalities by limiting book depth. 
It's the easiest way to discover firsthand how 
Alekhine played while drunk or hungover in his 1935 
title match with Max Euwe. * Novice players may 
want to switch on Teaching Mode. This feature 
highlights important game factors on the board that 
experienced players note automatically, such as 
threatened pieces, legal moves for a given piece, or 
pieces that can be captured. If you like the 18th- 
century chessmaster Philidor’s games, check out his 
opera, Le Sorcier. \t rocks. 
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BRAIN DRAIN 


t’s the graphics that make Combat Chess, as 
was the case in Interplay’s old Battle Chess. A 
lot of attention has been paid to developing in- 
dividual movement and win/loss, attack/defend styles 
for each of the piece types. Black, presented as pure 
Evil in gold with black trimmings, is arguably more 
fun to watch, whether it’s observing the crotch- 
scratching King, the wonderfully swaying, full-hipped 
Queen, or the somersaulting Knights. 

However, it isn’t always easy to appreciate the 
visuals when you have a choice of only four views 
on the isometric playing field. There’s no option to 
zoom in on the action, and the pieces tend to 
obscure lines of development. You can overlay or 
replace the action-based 3D graphics with a static, 
top-down 2D board, but that rather defeats the 
whole idea of Combat Chess. 

The game’s nongraphical options are rather mea- 
ger, too. The tutorials barely qualify as such, being 
nothing more than a series of the simplest movement 


Combat Chess 


Don’t ask the black Queen for a date 


and strategy illustrations with a few stark lines of 
text. The Hints feature applies a tiny, four-ply 

search that ignores the strategic implications of 
moves. There’s no option to customize computer 

Al, save for book depth and randomly generated 
mistakes; and there’s no database of games to replay 
and admire from past grandmasters. The engine itself 
is decent but slow, and nowhere near a match for 
Sierra’s Power Chess, I-Motion’s Virtual Chess, or 
Interplay’s Chessmaster 5500. 

On the other hand, networking options in 
Combat Chess are excellent. It employs a simple, 
streamlined approach to null modem, IPX, and 
Internet connections. At the time of this review, 
Empire Interactive had not yet set up its lobby 
server, which will support worldwide play soon. 

Combat Chess’ graphics are extremely impres- 
sive, no doubt about that. But once you’ve seen 
what they can do, its other shortcomings take on 


greater prominence. —Barry Brenesal 


i 


The images and animations are great but 
detract from gameplay. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


COMBAT CHESS 


PUBLISHER: Empire Interactive 
800-216-9706 

Wes: Www.empire-us.com 

PLATFORM: Win 95 CD 

REQUIRES: P60, 8MB RAM, 5MB HD, 

4x CD-ROM drive 

P120, 16MB RAM, 125MB HD, 
8x CD-ROM drive 

Street Price: $35 


RECOMMENDED: 


Hoyle Classic Board Games 


oes anybody still play board games? 

Sierra is banking on it, but it wouldn’t 

surprise me if the account closes out with 
barely enough to pay for a copy of Birthright. 

The problem is that, next to standalone com- 
puter games, most board games lack depth, variety, 
and the attractive visuals and sound of their comput- 
erized cousins. The only thing that many board 
games have over standalone computer games is face- 
to-facg human interaction; and that’s exactly what’s 
been eliminated from Hoyle Classic Board Games. 

Not that your opponents are faceless, for Sierra 
has done a nice job of customizing its computer- 
ized adversaries. You'll play against some fairly 
straightlaced types like Elayne, a New York adver- 
tising executive, and some less conventional folks— 
such as Maurice, a 19th-century fur trapper who 
was kidnapped by aliens and now consults his 
beaver puppet for strategic advice. Each opponent’s 
menu settings control the depth of its AI and the 
frequency of its individualized quips. 

Visually, Zen Bones (a version of Pickup using 
mahjong tiles) possesses an Art Deco smartness, 
and the airborne missiles in Battle Ships are fun to 


No matter how prettily you color it, Pachisi 
remains as dull as ever. 


watch. But the other games are as unmemorable 
graphically as they are in substance. 

Which brings us once again to the real problem: 
boredom. Snakes & Ladders, Pachisi, Chinese 
Checkers, Yacht (Yahtzee)—even in the heyday of 
Monopoly, these games were considered lackluster. 
(The best board games of recent years remain un- 
der copyright, of course, so Sierra couldn’t include 
them.) Checkers and Backgammon fare better—but 
no computer AI can make up for the loss of human 
competition—while the Chess module not surpris- 


ingly lacks the features of chess-specific packages. 
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The ability to play these board games over SIGS 
(Sierra Internet Gaming System) and the inclusion 
of three games from Sierra’s card-games com- 
pendium can’t conceal the slimness of this offering. 

Take a pass on Hoyle Classic Board Games, un- 
less you want to marvel at just how far we’ve come 
in the last several decades at devising wonderfully 


imaginative ways to waste time. —Barry Brenesal 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


MULTIPLAYER: 


Sierra On-Line 

800-757-7707 

Wee: WWw.sierra.com 

PLATFORM: DOS 3.11/Win 95 CD 

REQUIRES: 486/66, 8MB RAM, 30MB HD, 
2x CD-ROM drive 

Pentium, 16MB RAM, 

14.4 modem 

Street Price: $29 


PUBLISHER: 


RECOMMENDED: 
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©1997 Looking Glass Technologies, Inc. Cambridge, MA. Flight Unlimited II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. EIDOS Interactive is a trademark of EIDOS PLC ©1997 EIDOS. 
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FLIGHT UNLIMITED IIIS SO REAL..IT'S UNREAL. 


Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the 
Seaplane and experience something you can't with any other = most hazardous, realistic weather conditions. 
flight sim—land on water. 


ne OF Bee Teal 
Test your skills attempting to evade a pair of F-16s that are Take off and land from any one of 48 different Bay Area 
trying to blast your butt out of restricted airspace. airports. 


Flight Unlimited Il immerses you in the 
Sheer thrill of flying like nothing you've 
ever experienced. Pull mind-bending G’s in 
your quicksilver P51-D Mustang. Play chicken 
with F-16s. Get on the horn with Air Traffic 
Control as you pick your way through skies 
filled with aircraft. Hurtle under the Golden 
Gate Bridge and around the TransAmerica 
tower. With Flight Unlimited II, you’re not 
just flying, you're really flying. 
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bar so high that few racing games since have even 
been worthy of comparison. 

As a follow-up, Papyrus has taken an oft-over- 
looked but popular subgenre and made it as good 
as anything it’s done. Before you Monster Truck 
Madness veterans roll your eyes at the thought of 
seeing a similar title muscle its way into a mostly 
mediocre field, let me assure you: This is as good as 
off-road racing gets without having to swim up to 
your elbows in mud. 

With an official license from the Short-course 
Off-road Drivers Association (SODA), this game 
sports some truly awesome physics and a decidedly 
different approach to nearly every off-road title 
we’ve seen lately. (Now there’s a novel concept— 


making a sim that’s just like the real thing.) Each of 


the three trucks—a two-wheel drive, four-wheel 
drive, and 150-horsepower buggie—is unique: 


a isin hi on 12 different tracks in settings 
ranging from the tropics to the desert, and 


you can set varying degrees of difficulty. Win : == 
the 12-race competition and you'll move up _ 


happy with the provided courses, no 
problem—you can build your own with the 
easy-to-use drag-and-drop Track Designer. If 
you have friends, you’ll be able to see who’s 
king of the bog with a six-player network or 


good, you'll want to get yourself on Sierra’s 
Internet World Wide Ranking System. 

SODA doesn’t disappoint in the looks 
department, either. The graphics are solid to 
begin with, but with a Rendition 3D card, they’re 
truly wonderful. Unfortunately, there’s no support 
for 3Dfx—a big gripe—though there’s reportedly a 
patch forthcoming. 


130 


in one of the six classes. If you aren’t ee aD 


two-player modem game; and if you’re really 


The only other jovial is that because the 


_ game takes itself so seriously, those just looking for 
a quick spin around the track may find themselves 
— overwhelmed by the details. This is indeed a game 


for those who treat off-road racing as more than a 
fun, frantic mud bath. If that’s you, seriously 
consider racing to your closest retailer and picking 


up a copy. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 


MULTIPLAYER: 


Papyrus/Software Allies 
Sierra On-Line 
800-757-7707 
Www.sierra.com 

Win 95 CD 

P90, 16MB RAM, 60MB HD, 
2x CD-ROM drive 

P133, 24MB RAM, 4MB 3D 
card, steering wheel/pedals 
$50 
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” Test your vehicle after every change: 
} the slightest alteration can have a big 
effect. ® Watch those turns: they can be used to 
your advantage and to your opponent'’s detriment. 
Horsepower isn't the only thing that helps you go 
faster. Weight distribution is one of the most impor- 
tant and overlooked variables. 


Armored Fist 2 


By Peter Olafson 


wo schools of thought seem to prevail 
with respect to NovaLogic’s tank and 
helicopter sims: 

(1) It’s a whole lot of fun to run around dodg- 
ing bullets and blowing up all this 
great-looking scenery, and 

(2) Yeah, but if these are sims, shouldn’t they 
be harder? 

I tend to swim with School Number 1. I loved 
Comanche 3—it had the fun of a sim without the 
fuss. And I responded in much the same fashion to 
Armored Fist 2—with a few reservations. 

These airy sims share a lot—indeed, they often 
seem like complementary puzzle pieces. In this 
sequel, you control from one to thirty-two Abrams 
M1A2 tanks as they tear up the countryside in 
campaigns in Africa, Asia, Eastern Europe, and the 
Middle East. 


[ was charmed by how easy it can be to simply 


play. Flipping between tanks is as simple as tapping 
Tab. Dispatching orders to the ones you don’t have 
under your direct control is an O key away. Same 
with calling up artillery and air support. 

In fact, with a couple of ultra-friendly options 
enabled, Armored Fist 2 seems like an arcade 
game with a few extra buttons. Just tap Return to 
highlight the next target, hit the spacebar to fire 
(target-appropriate ammo 1s loaded automatically), 
and sit back and watch the detonating ammo and 
flying turrets. 

The graphics are realistic—a far cry above the 
pixelated terrain of the original Armored Fist. 
Yessir, the fireworks are worth staying up late for: 
watching the blossoms of fire and feathers of 
smoke from destroyed vehicles; listening to the 
cautionary (occasionally smart-ass) chatter 
between tankers; the frantic race to load when a 


T-80 looms on the scope; negotiating the vagaries 


Mass destruction! 


of terrain; and the unpleasant surprises of enemy And strangely, for a confirmed School Number 


deployment. Anyone can show what different posi- 1 “soft-core”-sim fan, I found myself thinking 


tions in a tank look like—it’s harder to convey the 


along School Number 2 lines: Armored Fist 2 was 
= Sue = rather too easy in “easy” mode, 


Of course, you can disable the 
most helpful functions like auto- 


emotions involved. On this level, AF2 
seems like the real thing. 

Then again, ask me if I care. | 
didn’t. AF2 faces that old ’90s 
computer-game dilemma: There just 
aren’t any reliably nasty enemies 
anymore. You go up against rebels in 
Mongolia, rebels in the Congo, rebels 
in Russia, rebels in Belarus. (There’s 
also a campaign in which you face off 
with Iran.) Trouble is, a designer can 
always drum up a set of rebels. A little more Visually, AF2 blows away the original. 
ingenuity, please. 


I’d still like to see more done with the enemy 


lock and auto-round select. But repairs to tread 


Al. It struck me as cannon fodder at worst, and and targeting mechanisms were improbably quick, 


reactive at best. Shouldn’t these folks do more than and I wound up preferring the practical considera- 
sit around and wait for your tanks to show up on tions of “realistic” mode. 
the scope? By the same token, my own tanks some- I guess that means I’ve graduated. So has 
times exhibited the infuriating habit of running off | Armored Fist—it’s better than its forebear in nearly 
on their own, even when they’d been instructed to —_ every way. 
give priority to my target—and they invariably got 

GAMEPLAY: 
GETTING STARTED: 

GRAPHICS: 


SOUND CHECK: 


cut to pieces as a result (also a problem with 


Comanche 3). 


MULTIPLAYER: 


NovaLogic 

800-245-4525 

Wee: www.novalogic.com 

PLATFORM: DOS/Win 95 CD 

REQuiRES: P120, 16MB RAM, 
57.9MB HD, PCI or VLB SVGA, 
4x CD-ROM drive 

Recommenoeo: P166, MMX, 32MB RAM 

Street Price: $50 


PUBLISHER: 


ARMORED FIST 2 


- There’s more than tanks to worry about. 


w “Endgame,” the final bash in the Congo 

Campaign, is a toughie. Don't get into a 
gun battle with the massed enemy armor close to 
your starting position—it’s a no-win situation. Instead, 
using the surrounding hills for cover, circle around and 
go though the enemy base’s back door, taking care to 
first knock out the three artillery units in a nearby field. 


Moreover, while the game engine seems generally 
solid, the ground doesn’t seem to move continuously 
under your tanks, but rather in waves or surges—a 
disconcerting effect that’s especially noticeable when 


you're moving over flat terrain. 
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From NovaLogic, the company that brought. you the best-sell 


combat simulations F-22 Lightning II? and Comanche’ 3. 
© 1997 NovaLogic, Inc. 
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Conflict Over Korea 


inally! Someone’s- put outa flight sim that’s 
not based on the F-22 (or some super- 
techno jet that won’t see service til the new 


millennium) and doesn’t focus on a nameless war 
against a nameless foe. 

Yes, Virgin deserves a major pat on the back for 
being the first to step up with a sim totally based on 
one of the wars (or “police actions”) we “lost.” 

You'll find jets in Sabre Ace: Conflict Over 
Korea, but you won't find any sophisticated radar 


systems, afterburners, or heat-seeking missiles—and 


You wouldn’t shoot a helpless pilot in 
his chute, now, would you? 


that’s a good thing. Why? Like World War I and II 
sims, Sabre Ace hearkens back to the classic days of 
air combat—when the pilot with the best dogfight- 
ing skills and/or nerves of steel won the day. 

You have the option to play an entire career from 
both the American (25 missions) and Communist 
(20 missions) sides. Whichever you choose, you'll 
start off in a prop-driven plane—the American P-51 
or Russian Yak-9—and upgrade to jets as they 
become available. From the 51, 
you go to the F-80 Shooting Star, 
then the famed F-86 Sabre jet. On 


the Communist side, you gradu- 
ate to the MiG 15. You'll fly 
patrol missions, strike missions, 
escort missions, and intercept 
missions. You start out as a green 
wingman and work your way up 
to wing leader, hopefully earning 
commendations and promotions 
along the way. 

This career aspect is where 
Sabre Ace tops other sims. I 
found myself wanting to replay the game to see if I 


could score more victories and earn medals I missed 


Pe 340%S 417 deg 


on the first go- 
around. That said, the 
medals are presented 
in drab fashion—you 
learn about them via notes in your mailbox, 
and there are no other characters to pin them 
on your proud chest. 

Visually, Sabre Ace is tough to beat with its 
D3D support for a wide range of hardware acceler- 
ators. The terrain is simply stunning from on high; 
it does lose definition the lower you get, but it 

remains smooth. Without a 3D card, the graph- 
ics are still decent, but either way you'll need a 
beefy PC to get maximum enjoyment. 

A cool feature Sabre offers to less-experi- 
enced pilots is a Formation Augmentation 
Device (FAD), which basically helps you fly in 
formation. There are multiple FAD levels that 
allow you to select the level of help you need to 
stay close to your wingman. 

Sabre Ace also boasts ultrarealistic flight 
models and sophisticated AI for enemy pilots. 

But this is where it falls short. Sure, each of the 
planes behaves differently, but there are no black- 
outs (‘cept when you get shot), redouts, extreme 
stalls, or spins—and you can’t make any adjust- 
ments to the flight model to make it easier or 
tougher. Also, I rarely got shot down by enemy 
pilots—they seemed to lack basic gunnery skills. 

The AI pilots do have different skill levels, 
which only meant some took longer to gun down 
than others. And your squadron-mates and wing- 


men are virtually useless if you’ve got a bogey on 


14906 ft 


The Custom Flight option lets you square 
off Ruskies vs. Ruskies, if you like. 
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your 
six. Multiplayer 
support also seems ey 
like an afterthought—there’s no chat function or 
in-flight messages when you flame your buddy. And 
every time you get shot down, you need to log back 
into the game. Yawn. 
Still, for a first effort, Sabre Ace aptly depicts a 
largely ignored conflict in the flight-sim genre with 
an aggressive set of features and options. Virgin 
may follow it up with a Phantom Ace sim set in 
Vietnam, another overlooked war. I hope they do— 
there’s a lot to like here, and Sabre Ace is definitely 
a good bet for prospective pilots scared off by hard- 
core sims like EF2000 or Longbow. 


GAMEPLAY: = 
GETTING STARTED: | +- 


GRAPHICS: = - 
3D ACCELERATED: /\- 


SOUND CHECK: > +- 


MULTIPLAYER: — - 


DEVELOPER: 
PUBLISHER: 


Eagle Interactive 

Virgin Interactive 
Entertainment 

800-874-4607 

www.vie.com 

Win 95 CD 

P133, 16MB RAM, 70MB HD, 
4x CD-ROM drive 

P166, 32MB RAM, 3Dfx card, 
joystick w/throttle 

$50 


Wes: 
PLATFORM: 
REQUIRES: 


RECOMMENDED: 
STREET PRICE: 


v Draw enemy fighters away from flak 

before engaging them—you can get 
tagged by friendly and enemy AA alike. W Cycle 
through your views to cache them in memory before 
you take off. Otherwise, you'll find the delays in com- 
bat annoying. YW Stay close to friendly aircraft in 
mass melees, or you'll often find yourself outnum- 
bered. © The split-S maneuver usually knocks 
bogeys off your six. ¥ The Commies get jets first, so 
Stay away from them in your 51. Target your enemy 
prop counterparts instead. W The color of the enemy 
aircraft denotes skill—pay attention. 
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DRIVE 


o be fair to the good folks at Sega, I should 

accept that there’s probably a good reason 

why Daytona USA Deluxe was released. A 
cynic might suggest that the be-all and end-all of 
this game’s existence are bottom-line profits—after 
all, it would be shame not to capitalize on such a 
lucrative property. However, dressing up a tired-old 
arcade title and slapping a “deluxe” tag on it cer- 
tainly has me wondering if these good folks have 
even been paying attention to the innovative devel- 
opments in the PC racing world in the past year. 

There are a lot of racing fans out there unhappy 
with the fact that they can’t compete at the 
granddaddy of all stock-car tracks on Papyrus’ 
award-winning NASCAR Racing 2 simulator. 
Sega’s exclusive rights to the Daytona Motor 
Speedway prevents 
Papyrus from using It, 
and this remains a sore 
point with serious PC 
racers. If Sega had done a 
decent job of modeling 
the famous tri-oval, 
there’d probably be fewer 
outcries. But sadly, the ey 
track isn’t even in the cee 
game! The lone oval 
track that’s included 
would be more at home 
at Disney World than Daytona Beach. 

The original Daytona USA was an unexcep- 
tional PC game that attempted to capture the fun 
and flavor of the popular coin-op racer. It was 
largely successful because it remained faithful to the 
brash, uncomplicated gameplay of its big arcade 


LAP 


ad 


mernr Time 


- LARLTIME: 


AESTIVUM? . 


brother. Fast forward to Daytona 
USA Deluxe, and we seem to have 
the exact same game with identical 
cars and tracks, and...well, pretty 
much the same everything else. The 
Deluxe version does provide 
improved support for analog joy- 
sticks and wheels (including 
force-feedback controllers), and it 
boasts greatly enhanced multiplayer 
options (direct, modem, TCP/IP, 
IPX, LAN)—but, c’mon guys, have 
you checked out what the competi- 
tion is offering? 

Arcade, time-attack, and head-to-head modes 
are provided for variety, but after a few hours of 
hard racing, I couldn’t 
help but feel that I'd 
been there, done that 
with this game almost a 
year ago. The arcade 
mode mirrors the 
coin-op philosophy of 
blasting through 
checkpoints and passing 
gazillions of cars, while 
time-attack is just you 
and the clock. Race dis- 
tances, difficulty levels, 
and graphics options can all be adjusted with a 
one-touch pull-down menu integrated into the Win 
95 operating system. There is one new track (count 
"em, one) and an additional car-tuning screen with 
this release, but beyond that, precious little else dis- 
tinguishes it from its parent. Even the new DirectX 
5.0-fred graphics aren’t able to elimi- 
nate the acute polygon draw-in 
problem of the original. Cheesy music 
and repetitive crew-chief lines (“You're 
burning up the tires!”)—yep, they’re 
back too. 

One of the strangest things | 
encountered in the game was the vic- 
tory screen. If you win a race in just 
about any other PC racer, you’re 
rewarded with a way-cool victory 
podium graphic or cut-scene. Take the 
checkered flag in Daytona USA 
Deluxe, and one of the first things 
you'll see is rolling credits. Not your 
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Daytona USA Deluxe sss. 


| 


"CONDITION 


credits, but those of the game-development team. 
Now, I may be the critical type, but I didn’t risk my 
life slicing through 40 cars just to learn the names 
of the programmers who assembled the game code. 

With quality arcade racing games like Need for 
Speed II on the shelves, DUD isn’t likely to generate 
much passion with anyone but the Arcade 
Anonymous types. You know, the ones whose A: 
drives are stuffed full of quarters. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS : 
SOUND CHECK: 


MULTIPLAYER: 


Sega 

800-734-2725 
www.sega.com 

Win 95 CD 

P90, 16MB RAM, 

2x CD-ROM drive 

P133, force-feedback joystick 
$45 


DAYTONA USA DELUXE 


Slipstream the other cars at every 

opportunity to get a speed bonus on the 
straights. You can easily pick up an extra 5 to 10 mph 
with some effective tailgating. ‘Y After mistakenly map- 
ping control of my gas and brakes to the throttle wheel 
of my CH Flightstick and then winning a 20-lap race in 
record time with a jammed-open throttle and nothing 
but the gears to slow me (!), I'd say the best advice Is 
to just close your eyes and keep your foot on it. 


PLAY THE DEMO ON 
PC GAMES.EXE CD-ROM 


netWAR 


By Marc Dultz 


_ nine gaming is the new breed, and 

: Headland Digital Media’s action 

~ wargame netWAR is one of the first out 
of the starting blocks. And it manages to offer 
plenty of bang for the buck. It’s real-time, action- 
oriented, and attractively priced with a nominal 
yearly subscription plan, free of hourly rates or 
odious advertising cranks. 

In netWAR, players assume control over one of 
four pectoral-pumped, Rambo-like characters who 
run roughshod across a huge battle arena. Each 
player starts out with character-specific default 
weapons—such as exploding stars or AK-47 


NEW GAME-SIBRTED BY 
_ POWERS TERT BE! 
: 


wer 


machine guns—then does battle with other online 
opponents (up to 30 simultaneous players sup- 
ported). Four game styles are available: basic 
training, mayhem, deathmatch, and teamplay. 
Typical rules cover these. Rack up the most kills or, 
in teamplay, capture the enemy’s flag while prevent- 
ing the same fate from befalling your own camp. 

Periodically, cargo-laden helicopters paradrop 
even nastier weapons into the most hotly contested 
areas, upping the “kill-or-be-killed” ante in a war- 
rior’s heartbeat. All sorts of military conveyances 
are also pitched into the real-time fray, ranging from 
tanks to gunships and hydrofoils, while various 
other accoutrements—jetpacks, gun turrets, 
flamethrowers, and more—are haphazardly tossed 
overboard, all to be used by the first one lucky 
enough to reach them. Special short-term power-ups 
are also intermittently inserted into battle, in some 
instances off-loaded by the helicopters, others 
appearing with a player’s demise. 

All this is presented with decent flair from an 


isometric perspective in the four battle arenas (each 


supporting eight different 
battle maps). Adequate 
graphics and some 
impressive explosive 
effects add a certain style 
to the combat. 

While netWAR is an 
addictive and thoroughly 
entertaining shoot-’em- 
up, there are niggling 
problems that impede 
gameplay. First, although 
players can pick up the 

game at retail outlets 

or download the full 
game at the netWAR 

Web site, no offline practice mode is included, 

even though the learning curve is fairly low. 

Secondly, no peripheral support is currently 

provided (although this should be resolved with 

a patch by the time you read this), Frankly, 

this game screams for either mouse or joystick 

support, as the keypad control is simply too 
imprecise. 

Finally, net WAR still seems to have some 
server-related issues that need to be worked out 
in a hurry if Headland expects to retain its core 
audience and gain new members. I experienced 


more than a few problems—such as system crashes 


and occasional failed information-packet exchanges, 


even during off-peak hours. 
netWAR may not be the most unique game 
ever to court the online player, but by wedding 


non-stop, free-for-all action with a rudimentary 


play style, it shows that a gaming service doesn’t 


a. tern ice 


have to sign up a licensed property or woo a 
premier gaming franchise to spawn an ardent fol- 
lowing (though at press time, due to the recent 
release of the full version, there weren’t hundreds 
of opponents available). If Headland can resolve 

its persistent server problems and add the promised 
controller support, net WAR may well become one of 
the most versatile and cost-effective means of tapping 
into the burgeoning online-gaming market...and 


that’s saying a lot. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


Semi Logic Entertainment 
Headland Digital Media 
888-363-8927 
www.netwar.com 

Win 95 CD 

P90, 16MB RAM, 50MB HD, 
SVGA, 4x CD-ROM drive, 
28.8 modem 

P133, 32MB RAM, 80MB HD, 
8x CD-ROM drive 

Retail: $40/year subscription; 
Online: $30/year subscription 


Choose a character that suits your 
; play style. If you're the aggressive type, 
select either A.K. or Special Forces Dude. If you prefer 
to ambush your opponent or defend objectives, Sonja 


or Schmitty will better suit your needs. ® The only 
way you Can collect power-ups or capture a flag is 
on foot. If you're riding in a conveyance, don't forget 
that you can climb in and out of vehicles by pressing 
the Alt key. 
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GOLF 


FS ntroducing the Links LS 1998 Edition. 
The forces of art and science have _,«#"" 
combined to produce a golf ra 
experience like never 

before. This newest version 

of the Codie Award winning 
golf simulation is packed with | 
over 25 new features! Here’s just a few: ™, 


MPU as rT Tae tig JR) ee J 


AUR, SS) 


; “Notice the new waving flags, birds, airplanes 
: and other background animations with up to 
ss 8 of your friends over expanded 

=~ internet play! 


Brace yourself for lightening-fast redraws, main 
view in a window capability, and up to 8 additional 
“smart” camera views. 


. 


“In the realm of computer golf, there 
is Links and there is everything else.” 


Our course designers have given even 
ty more attention to detail including new —PC Magazine 


= me 
GS lIf\W b z (pin) ‘2 water reflections, improved textures 
O = ct . and enhanced sky backgrounds. 


ONT eg. 


www.e.gotf web.c¢com 


~“empley 


Everything Golf on the World Wide Web! 


Get even more out of Links LS ’98 Edition with add on courses from Access Software. Choose from over 20 add on courses such 
as Congressional, Valderrama, Oakland Hills, Pelican Hill, 5 Course Libraries Vol. 1-3, Davis Love at Sea Island, and others. Call 
or access our website for information. 


J. = Phone Toll-Free 800.800.4880 ® Fax 801.359.2968 
Website—http://www.AccessSoftware.com 
SOFTWARE INCORPORATED Available for the PC 


Arts put together a little 


BEST OF THE BEST 
4938 3Hi 40 1948 


unrivaled franchise on the — 
consoles. Until now, EA has 
been unable to match that success on the PC. But 
NBA Live 98 surpasses my expectations and blows 
away its console counterpart. 

This title engulfs you in the NBA experience 
with its elevated levels of gameplay, graphics, and 
realism. It’s been completely redesigned with 
stunning new slams, cross-over dribbles, and 
support for a little thing called 3Dfx. It brings the 
NBA experience alive on the PC. 

NBA Live 98 is the second EA Sports title (NHL 
Hockey 98 was the first) to support the 3Dfx 
chipset. This allows for some of the most amazing 
graphics I’ve seen in any sports game to date. New 
3D polygonal, high-resolution player animations 
add an unparalleled level of reality to the players’ 
moves on the court. Real photos of the players’ 


faces are modeled onto their polygonal counter- 


parts, adding individual details—down to haircuts 


and beard trims. For example, Dennis Rodman 
sports a different-colored ’fro in every game, and 
Carl Malone’s ever-so-gleaming bald spot still 
shines. In 3Dfx mode, the crowd comes to life with 
awesome detail, giving the home team that extra 
sixth man. The 3Dfx support also brings EA’s 
patented Virtual Stadium technology to the PC, 
with all the NBA stadiums modeled identically to 


A few years back, Electronic — 


basketball game called Lakers “ : ne 
vs. Celtics that tipped off an ~~ 


plagued past PC NBA 
Lives. Full support for 
multibutton joysticks 
(finally, EA!) allows for a 
new feature: direct passing. 
This allows each button to 
represent a different player 
on the court, which 


Bo 


That’s not all. We have direct-dunking: You control 


translates into full control 


a . 
‘ 


RIGIN 


of your passing lanes. 


the movement of the player’s shot, from his new 
tade-away to the classic in-your-face slams. 

You want more? Well, what about player-lock? 
You’re now able to lock control of one player and 
use him throughout the game. It took me awhile to 
become used to the actual touch of shooting from 
under the basket compared to 
shooting from the outside, but 
that level of realism is what kept 
me playing for hours. 

EA’s also improved individual 
player movements—all the moves 
look extraordinary. The cross-over 
looks like a cross-over, players lean 
into defenders when driving, and 
front-court players execute smooth 
post-up moves on command. If 
you're a hard-core basketball fan, 
you'll love these added touches. 
Illegal defense violations are in the 
game now too, which makes it 
impossible to pull off that zone defense you used so 
well in past NBA Lives. (You can disable it, though.) 

The usual three play modes (Rookie, Starter, All- 
Star) are augmented with a new Superstar level. A 
three-point star shoot-out mode has also been added, 
which allows you to pick your favorite three-man 
and go for it—just like in the All-Star game. 

If stats are your thing, NBA 98 gives you a GM 
mode. You can choose franchises, draft players, and 
play custom seasons. (Let’s not have any $100 mil- 


lion salaries!) Building up your franchise wouldn’t be 
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complete without adding yourself as the star. NBA 
98 allows you to make your own custom player. 

With the play-by-play commentary from Verne 
Lundquist and Ernie Johnson of TNT, expanded 
Virtual Stadium environment, 3D accelerator sup- 
port, and multiplayer competition (via modem, serial, 
and LAN), NBA Live 98 is what hoop fans need. 


GAMEPLAY: 
GETTING STARTED: 


GRAPHICS: 
3D ACCELERATED: 


SOUND CHECK: 


OVERALL 


MULTIPLAYER: 


NBA LIVE 98 


A hoop dream. 


Electronic Arts 
800-245-4525 
Wwww.easports.com 
Win 95 CD 

P100, 50MB HD, 
16MB RAM, 

1MB PCI SVGA, 

4x CD-ROM drive 
P166, 32MB RAM, 3Dfx card, 
multibutton gamepad 
$50 


Learn how to use the direct-pass 

function. This will allow you to do a quick 
pass to cutting players to the hole. W After your shot, 
switch to the nearest man and jump for the tip-in. Get 
this down, and you'll dominate the boards. W Follow 
your momentum—when your team is hot, go for the 
threes. W Read your opponent's momentum also, so 
you can call a time-out to cool him off. 


7 _ Log on and get off on the most 
formative game site on the wi 


NCAA Football 98 


By Andrew Miller 


s someone who writes about collegiate 


athletics for a living, I’ve often wondered 


why there aren’t more college-football 
sims around. Every autumn, the market seems to 
be flooded with NFL games. EA’s Madden series 
and Sierra’s Front Page Sports serve up their yearly 
incarnations on the pro side, but what about 
college fans? Enter EA Sports’ NCAA Football 98. 
Unlike the Bill Walsh series (basically the Madden 
game with college teams, produced by EA in the 
early 90s), NCAA Football 98 stands alone as a 


totally different and relatively simple simulation. 
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Plenty of formations, not enough plays. 


It has to be the most realistic college-football sim 
I’ve ever played on the PC. From the players to the 
stadiums to the fight songs to the options, NCAA 
Football 98 is a true national contender this season. 
The game includes 112 Division I-A teams—every 
team from major conferences and most of the 
big-name independents, including the Irish. 

Besides allowing the ability to play exhibition 
matches or a full season, NCAA's 20 historic games 
are one of its better features. These match-ups 
include the 1984 Orange Bowl, which pitted 
undefeated Nebraska team against an 


an 


up-and-coming Miami program; the 
1987 Fiesta Bowl between two 
unbeaten teams in Penn State and 
Miami; and the 1997 Sugar Bowl, 
featuring Florida State and Florida, 
last year’s national champs. 

However, what you don’t get are 
the players’ faces. It’s only a minor 
problem, because you'll still be able 
to recognize all your favorites by their 
numbers. (Peyton Manning is still in 
his No. 16 jersey for the University of 
Tennessee.) And for the most part, 


Rose Bowl-—bound 


NCAA 98 has done its 
research with regard to 
players’ abilities. 

The level of graphical 
detail is very sharp, from 
the jersey numbers to 
the more than 110 
authentically reproduced 
stadiums (though they 
did leave out Touchdown 
Jesus at Notre Dame’s 
stadium). The players’ 
movements can be fairly 
fluid, if somewhat 
erratic—sometimes the 
players are slow, some- 
times they’re fast, but 
often they’re choppy. The game’s large players also 
means that you can’t see the wide receivers when 
you line up to snap the ball, but you can look left 
or right before each play begins. 

The sounds are equally impressive. There are 
more than 30 fight songs, plus all the grunts and 
pad-popping hits that go along with college foot- 
ball. In addition, Rose Bowl announcer Chuck 
White provides commentary after each play. 

I have two problems with this game. One is the 
playbooks. You certainly get more than enough 
formations, but you don’t get enough plays to 
pick from per formation, and you can’t go in and 
create your own plays. Secondly, you can’t save a 
game, When you're playing in season mode and 
quit a game before it’s done, you forfeit. Pray your 
machine doesn’t crash just as you’re about to 


clinch your Rose Bowl invite. 


High-stepping past the Irish defense. 


see 
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SPORTS 


A bruising hit causes the fumble. 


But these are minor complaints when you 


consider the entire package. If you’re a big college- 
football fan, you’ll recognize NCAA Football 98 
as one of the most realistic and fun simulations 


this season. 


GAMEPLAY: B+ 
GETTING STARTED: A-= 
GRAPHICS: B+ 
SOUND CHECK: B+ 


+ 


OVERALL 


MULTIPLAYER: B 


Filling the college-football gap with 
a grunt and a cheer. 


Electronic Arts 

800-245-4525 

Wes: Www.easports.com 

PLATFORM: Win 95 CD 

REQUIRES: P133, 16MB RAM, 30MB HD, 
SVGA, 4x CD-ROM drive 

RECOMMENDED: P166, 24MB RAM, 60MB HD 

Street Price: $50 


PUBLISHER: 


NCAA FOOTBALL 98 


TIPS ¥ Play to your team’s strengths. If 
you're Florida, don’t run the ball up the 
middle. Your best bet is going to be passing the ball. 
The same goes for players. Peyton Manning is not 
going to be as successful running the option as he 
will be dropping back and hurling it deep. W The 
computer defenses don't defend running backs 
catching the ball. Send your running backs out in the 
pass patterns for some easy gains. W Call audibles 
carefully. If you change to a new formation, your 
players could end up in different positions than 
they're used to playing. Sometimes this is a bonus (a 
speedy safety blitzing from the linebacker spot can be 
fun), but other times, it results in botched plays. 


At noon on September 17, 
1944, over 20,000 parachutes 
blossomed over the peaceful 


nation of Holland, descending 
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from an overcast sky along a 
narrow 60-mile corridor. 


Together with glider-borne troops taking off from 
distant English airfields, American, British, and 
Polish air-assault troops slowly started congealing 
across the Dutch countryside, heading for various 
bridges astride Highway 69. Dubbed Operation 
Market-Garden by Field Marshal Bernard 
Montgomery, the plan was to seize several 
north/south bridges spanning various Dutch canals 
and rivers, ending with the reinforced Arnhem 
Bridge, which spanned the swift-flowing Rhine River. 


f |) Sector Status: 
Arnhem Sector || Sector fequiisitian Points: 4S 


Cocration Pci 


| ____Amhem Bridge| is 
ai Ae upply Sourte 


Oosterbeek' B&B IZ Cporation Points: 


Supply Sourse 


wien 


j 
fF) Arnhem Bridge i the prize! if vo 
it, Alhed armoured columns could 
| Germany's industrial heartland by 


re the buidee by the end of 
w the Germans to orqanze 
erative and there ss no 


Valburg 


The British XXX Corps, pushing up from the 
south along Highway 69, was to link up with each 
airborne pocket, pressing on for Arnhem some 70) 
miles further into Holland. Bold and audacious, the 
plan eventually earned a more auspicious name 
coined by none other than one of Montgomery’s 
own generals. Market-Garden would forever be 
synonymously known as “A Bridge Too Far.” For 
many, it was a bridge that led to hell. 

After the war, the phrase “A Bridge Too Far” 
was adopted by Cornelius Ryan in his compelling 
account of the Market-Garden operation—that the 
plan, had it succeeded, might have ended the war 


Close Combat: 
A Bridge Too Far 


By Marc Dultz 


perhaps by as much as six 
months. Ryan’s story was 
so stirring that it later 
inspired the making of an 
epic feature-length movie, 
borrowing the same 
phrase, of course, as a 
natural draw. Now, some 

53 years after the fateful drop, A Bridge 

Too Far represents the latest installment 

in Microsoft’s Close Combat series of 
real-time wargames. 

Developed by Atomic Games, A Bridge Too Far 
uses the same method of issuing directions and 
executing orders to squads of men, combat teams, 
and individual vehicles expressly developed for 
Close Combat. Minor nuances have been inte- 
grated throughout, such as a new “sneak” 
command, which allows units to crawl up to a 
position and remain concealed in order to initiate 
ambushes. Likewise, players can now issue orders 
during the deployment phase, and may even send 
troops off the map to preserve unit cohesiveness. 


Multistoried buildings have also been included, 
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giant numerals atop the roofs depicting the number 
of floors each building contains. In fact, units occu- 
pying taller buildings have improved line-of-sight 
and scouting capabilities, using height advantage to 
maximum effect during combat. And, in another 
important development, players may no longer 
“see” into a building unless a unit moves within 
observable range and can peer inside. 


Happily, the refinements don’t stop there. Others 


include the ability to offer cease fires to your oppo- 


STRATEGY 


nent to effect casualty removal and replace combat and refining the system in |i. 
losses. The victory conditions have been amended, a variety of critical areas, ; 
too: they are now based on reaching or protecting A Bridge Too Far does the 
specific geographical objectives and unit losses, and oft-quoted phrase justice 
no longer factor in anomalies associated with morale. _and certainly earns a nod 
And still there are other important changes, as one of the best 
improvements, and tools that give the game new wargames of 1997, 


legs. For starters, when a 
unit plots fire against an 
enemy unit, an “effective- 
ness ring” 1s superimposed 
% over the target, indicating 
& Battle Too Far? how accurate their shots will 
Although Bridge does an admirable job of re-creating the be. Snipers are much more 
$0-called airborne carpet laid down by the American, accurate and harder to spot 
British, and Polish contingents, the game all but abstracts by the enemy, while armor 
other aspects of the complex operation. For instance, XXX has a much tougher time 
Corps’ critical push up the narrow 64-mileJength of road locating enemy units. 
known as Highway 69 is, at best, glossed over—a bitter In addition to a slew of 
footnote to Bernard Montgomery's ill-advised and hastily individual battles and a 


conceived plan. - massive campaign game, 


Fortunately, Bridge has much more to offer gamers than gamers can also choose to 
its forebear. Among other things, the sequel includes a robust simulate various opera- 
“battlemaker,” capable of generating custom-designed tions—typically depicting skirmishes across two to 
scenarios tied to the mammoth Market-Garden operation. five maps for a specific local objective—and mini- 
Intuitive and.easy tovuse, the battlemaker lets players cobble campaigns, which can encompass up to four 
their own unique scenarios tethered to any of the hand- operations. In an effort to add a strategic layer to 
painted maps and units already depicted in the game. the system, players must now tailor their force Pa GAMEPLAY: 
PC Games is therefore proud to offer its readers an extra structures to each particular circumstance, some- me. GETTING STARTED: 
bonus scenario (included on this month's disc) depicting the times placing units in reserve in order to call upon GRAPHICS: 
ie ee F 7 - | re) SOUND CHECK: OVERALL 
opening phase of XXX Corps’ valiant “cavalry charge” up other units better suited to the mission at hand. All Pas 
Highway 69. In this, the opening engagement, units of the in all, the system has been overhauled to better oat MULTIPLAYER: 
famed Irish Guards, spearhead of the XXX Corps, set off on reflect the vagaries of tactical combat. And the Lu | 
the morning of Sept. 17 to link up with each airborne force evenly balanced battles lend themselves ideally to Ps An engaging depiction of the infamous _ 
,; Operation Market-Garden. _ 
as they desperately attempt to seize and hold open the two-player multiplay using the TCP/IP or head-to- = 
bridges. Following on the heels of a rolling artillery barrage, head modem options. ca oe ‘lal 
ny icroso 
the Irishmen and their armor cautiously advance, only to That’s not to say A Bridge Too Far is perfect. sf 800-426-9400 
quickly run into elements of Kampfgruppe Walther. Mean- Beneath its camouflaged veneer lie a couple of i www.microsoft.com/games 
while, the Germans hide out at the edge of the woods and troubling issues that occasionally boil to the sur- < ogee 
g 7 g at occasionall a P90, 16IMB RAM, 45MB HD, 
await the caissons. Within seconds, Sherman Fireflys and tace. For instance, a game portraying tactical-level S SVGA, 4x CD-ROM drive 
towed anti-tank guns desperately duel for the first few miles © combat aimed at seizing or defending vital river O te AME APM. 20ONG HD 
of road, tanks brewing up all along the narrow stretch of crossings should include the laying of land mines, O 
highway. Good luck, and stay vigilant! the occasional use of satchel charges and bridging Lb Frabtiee employing fire-and-mianee 
. . ” ver techniques while on the attack. One 
equipment, and the inclusion of engineers. fe) Squad should creep forward, using terrain to mask its 
Although Bridge entails vertical envelopment, mee = cavance, while the other squads and crew-served — 

: i © weaponry provide covering fire. ® Whenever possi- 
troops never once seem to participate in an actual ble, have at least one bazooka team or British Piat 
descent or glider landing, What’s more, infantry always on hand. Cheap and fairly reliable, these 

~~ ‘ troops are often the only way you can stop the 
seem unable or unwilling to man crew-served German panzerwaffe. W Conserve ammunition 
weapons like machine guns or mortars should the unless your forces are taking heavy fire. By expend- 
' —_ ing all of their ammunition early on, your soldiers are 
crew be incapacitated. And, quite inexplicably, more susceptible to surrendering in the latter stages 
they resist the urge to pick upa bazooka, no mat- of the battle. ¥ Rest winded or fatigued troops at 
- every opportunity, preferably in buildings. Tired 
ter how desperate the situation becomes. troops perform poorly when called upon to storm a 
By and large, though, A Bridge Too Far is a position or defend against enemy assault. 
worthy successor to Close Combat, ably capturing 


the raw intensity and incredible duress of ordinary } . PLAY THE DEMO ON 
men under fire. By addressing nearly all of the he fi PC GAMES.EXE CD-ROM 


minor quibbles that plagued the original design, 
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erworld: 
Quest for Dry Land s,s 


ey, remember the megabomb movie trade with outsiders. A 
Waterworld? How can you forget? It couple of hydros and a 
starred Kevin Costner, cost about a metal gets you a pistol, a 
gazillion dollars to make, and turned out to be a dirt and two metals may : ‘ Me | isonet 
cinematic disaster. But this isn’t a stinkin’ Siskel get you a rifle, and so on. A heim eh | : | ve rcrareceeianes 
and Ebert column. Onto the game—Waterworld: Most of the time, this stuff bes seer gee cca er | 
The Quest for Dry Land. is just lying around, and 
As in the movie, the polar caps have melted, all you have to do is order 
causing the sea level to rise and cover most of your men to pick it up— 
Earth. Time passes, and the remnants of humanity but sometimes you'll have 
survive by gathering anything that’s salvageable and _ to order your men to kill 
building floating shantytowns called Atolls. These one of the bad guys so 
watery metropolises are often attacked by modern- _he’ll drop his booty. 
day pirates called Smokers (no relation to Patty or Between missions, you 
Selma), whose primary obsession is for “go-juice,” can assign which of your 


men gets what—Karl gets the crossbow with 
two health packs, Bob gets the hammer with the on-the-floor-after-someone-is-killed, and what you 
Speed Boots, and so forth. You really should choose __ end up with is a bunch of guys running around on 


your weapons carefully, because it’s no fun sending —_a huge floating garbage pile, shooting the bad guys 


Bob with his hammer against a Smoker with a and doing stuff that’s generally not very interesting 

grenade launcher, and the handful of men you start _(like pulling a lever to lower a boat, wheeee...). 

out with is all you get for that mission. So don’t No support for multiplay’s a further downer. 

count on reinforcements. Mission objectives range And wait a minute: If the film stunk, was it really a 

from securing an Atoll to defending it, to rescuing good idea to use its actors? Don’t get me wrong, the 

captured brethren. game’s more interesting than the movie—but like I 
Exciting, right? And I bet that’s what the say about the flick: Skip it. 


filmmakers were thinking when they started. 


the fuel for their ancient water vehicles. Of course, Imagine commanding Red Alert units, without the GAMEPLAY: 
they steal anything they can get their hands on and _ ability to build bases or additional units. Then => GETTING STARTED: 
, . ; - j ; : a og -  & . x ’ J - 
bil everyone in this path. Thats W nate you coms think of outhitting pour anny in the mold of ce GRAPHICS: 
in. As the War Chief of a tribe of survivors, it’s your © X-COM, but without the intriguing gameplay. And O SOUND CHECK: OVERALL 
responsibility to ensure the safety of your people. for you oldies: Remember that wonderful arcade s 
The movie snippets in between missions use classic Mercs? Well, think Mercs, but without the ara 46 MULTIPLAYER: 
some of the original actors from the movie ina new _ first-person maneuverability and general wonder- se 
| i lhc one 3 ! < Outdated graphics, no multiplay, 
story. (Sorry, no Costner.) The Mariner ts a fulness. Add to that some blood-and-body-parts- = redundant gameplay, general __ 
legendary phantom equipped with gills like a crepe oa 
fish, who’s supposed to be a | Interplay 


“throw-forward” to what man will 800-468-3775 


www.interplay.com 

DOS 6.2/Win 95 CD 

P90, 16MB RAM, 65MB HD, 
SVGA, 2x CD-ROM drive 
P1a3 

$30 


eventually become. He’s also 
rumored to be an extraordinary 
fighter with a powerful boat and 
just wallowing in resources. Allying 


yourself with this guy may even get Give the hammer-and-sword guys 

the Speed Boots so they can get to the 
grenade launcher before he can do damage. W Be 
sure to get the appropriate guy to pick up the right 
items. It doesn't help to have a guy with a crossbow 
pick up some ammo clips. W Listen to the mission 
objectives. Not getting killed is always good, but 
sometimes you have to get to a certain area before 
the bad guys do. 


you to a wonderful place called 
Dryland. 

Managing your Atoll involves 
finding resources and equipment. 
Dirt, hydro (fresh water), and metal 


are the three vital resources you 
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First CD-Rom in a series of Sensual Action/Adventure titles by Black Dragon Productions 


STARRING PLAYBOY PLAYMATE GILLIAN BONNER 


For more information: 


www.blackdragon.com | 


to order 1-888-557-8866 


é Windows® 95/Macintosh® 


gE: 


HIGH REALISM STRIKE 


The latest in hardcore realism from the engineers of the 
award-winning F/A-18 Hornet 3.0. F/A-18 KOREA, 
brings the realism and quality of genuine military simulators 
to your Windows '95/NT4 PC or PowerMac. : 


F/A-18 KOREA is the culmination of over 5 years development 
by a small, dedicated team of engineers and artists who have 


always known what it takes fo please the discriminating "simmer". 


Arcade game players need not apply! 


*Texture mapping requires compatible 3Dfx Hardware 
3Dfx Interactive logo, Voodoo Graphics and Voodoo Rush are trademarks of 3Dfx Interactive. 
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HTER SIMULATION 


F/A-18 KOREA features the most accurate avionics and 
flight dynamics of any simulation ever produced, 
without compromising game play. 


Utilizing the latest 3D technology, F/A-18 KOREA, 

is able to provide the industry's highest resolutions and 
frame rates. F/A-18 KOREA, offers texture mapped 
3Dfx Voodoo and Voodoo Rush graphics, as well as 
our own proprietary flat shaded ditferential scan conversion 
graphics for exceptionally fast and crisp visuals. 


3Dfx screen shot* 


F/A-18 KOREA's mission creator/editor allow you 

to design highly intelligent missions with detailed instructions 
for each computer controlled player. Dictate the 

assignments of friendly and enemy airplanes, SAM sites 

and ground vehicles. 


F/A-18 KOREA provides over 90 minutes of multimedia 
training, with diagrams, movies and voice dialog, as well as 
extensive printed documentation written by a former 

Marine "Strike-U" instructor and F/18 Hornet pilot. 


# as 


-www.graphsim.com 
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all me a control freak. Call me a micro- 

manager. Call me what you will, I just like 

to have a hands-on approach to my 
gaming—especially when it comes to a military sim. 

Strategy First, the producer of the 19th-century 
naval sim Man of War, obviously doesn’t share my 
views. Man of War is a turn-based strategy sim in 
which you control a fleet rather than a single ship. 

It’s not solely a turn-based 
game, but it’s not a real-time 
simulation either. It’s a combi- 
nation of both—and these 
hybrids seem to have a tough 
time switching between ele- 
ments and maintaining the 
flow and the fun. It starts out 
as a turn-based game, where 
each player hands out his 
Doctrine—a fancy word for orders—to his/her 
individual ships and commanders. After players have 
accomplished this task, they’re placed on the deck of 
their own flagship to watch the outcome of the cur- 
rent turn in wonderfully detailed 3D animation. 

And basically, that’s my problem. In this 3D 
phase, you’re not in control but are reduced to 
being a spectator. And let me tell you, there’s 
nothing more frustrating than helplessly watching 
your fleet go down in flames. 


ot War 


Another problem with the semi-turn-based 
format is that, depending on the scenario, it can 
take up to four complete turns before either side 
fires a single shot. So, basically, you’re forced to 
sit there and watch yourself sail across the screen. 
Talk about boring! Fortunately, the 3D phase, 
which takes about four minutes to complete, can 
be exited by pressing the Esc key, or you can com- 
press the four minutes into 
30 seconds by speeding up 
the time. 

Man of War contains 12 
historical scenarios, includ- 
ing the battles of Chesapeake 
Bay and Trafalgar. If that’s 
not enough for you, you can 
enter Campaign Mode, 
which challenges you to rise 
through the ranks of the British navy. 

In addition, there’s a scenario editor. You can 
create your own battle, with up to 150 ships 
involved in each encounter. The scenario editor 1s 
one of Man of War’s top options: it’s straightforward 
and easy to use. 

From an aesthetic standpoint, Man of War is 
pleasing to both the eyes and ears. Some of the 
graphics in the real-time sequences are absolutely 
stunning. From the bombs bursting to the rockets’ 
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red glare, the attention to detail is second to none. 
The soundtrack is equally impressive: effects such 
as seagulls in the distance and the creaking of the 
wooden decks offer an authentic 19th-century 
aural experience. 

Technical issues caused problems in Windows 
95. | recommend playing it in DOS, but if you still 
experience problems, call the tech guys at Strategy 
First. They were patient and helpful and worked 
with me until I got the game running properly. 
(They even called back to make sure it was still run- 
ning OK the following day—now that’s support.) 

The bottom line: As good as Man of War 
looked and as great as it sounded, I still couldn’t get 
over the fact that the turn-based elements removed 
me from the core fun to be had. If, like me, you 
enjoy a more tactical approach to your naval war- 
fare, | recommend TalonSoft’s Age of Sail. But if 
you’re in the market for a strategic, macromanaged 
naval simulation, look no further than Man of 
War—it fits the bill. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: OVERALL 


MULTIPLAYER: 


Not quite in control. 


MAN OF WAR 


Strategy First 

Virgin Interactive 
Entertainment 
800-874-4607 
www.strategyfirst.com 
DOS 6.0/Win 95 CD 

P60, 8MB RAM, 50MB HD, 
SVGA, 2x CD-ROM drive 
P120, 16MB RAM 

$50 


Use your cutters or brigs to get in 
close with bigger ships. They can shoot 
and escape before a ship-of-the-line or large cruiser 


can retaliate. W Look for matchups. A larger crew 
with better quality is going to defeat a smaller crew 
that isn't as good. W When you're attacking another 
ship, go to half sails. You might not be able to move 
as quickly, but you'll prevent damage to your sails. 
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WINDOWS® 95 CD-ROM 
WWW.WARWIND.COM 


Many years after the great con- 
flict, much has changed on Yavaun. 
Humans, reluctant colonists, are 
now part of the cultural diversity 
of this alien world. 

WAR WIND Il: Human OnstaucHt 
offers new, larger vehicular and 
mechanized units. All-new maps 
with improved terrain graphics. 
Streamlined game play in building 
and promoting your units. All this, 
plus the unpredictable human 
element, makes WAR WIND II 
much more than just a sequel. 
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To Order: Visit your retailer 
or call 1-800-234-3088 
(USA & Canada) with 


Visa or MasterCard. 


Developed by 


er 4 


It's a whole new game. 


A MINDSCAPE: COMPANY | 
War Wind is a trademark of Strategic Simulations, Inc. ©1997 Strategic Simulations, Inc., a Mindscape Company. All rights reserved. Windows is a registered trademark of Microsoft Corporation. 
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“Cozy little place you've got here. 


(800)800-4880 © FAX (801)359-2968 http: //www.AccessSoftware.com 


great reason of a tic kK 
Another one is the release of a opnotch 
SSI wargame. 
The fans who have made Panzer General one 


of the PC’s most venerable strategy institutions have 


been waiting a long time for PGII, and 
they’re not going to be disappointed. 
Building on the original’s philosophy of 
“fun before factuality,” PGII is simple with- 
out sacrificing depth. It’s also the 
best-looking turn-based wargame yet. 

Graphically, Pacific General took the old 
PG a step farther, but PGII is an advance 
that is absolutely wondrous. The 
battlefields are rendered in very attractive 
SVGA—the rolling hills of Poland, the 
craggy mountain passes of Italy, the frozen 
fields of Russia, the ice-layered lakes of 
Finland, the urban centers of Germany. The effect 
of the gorgeous environments is to immerse you in 
the unit-by-unit actions of the forces to a degree 
that few other turn-based games do. 

The gameplay is sophisticated but without any 
details that bog you down—even improving upon 
Pacific General. For example, such details as air- 
plane fuel have been omitted. Rather than weigh 


you down with supply considerations, the emphasis 


is on battlefield maneuvering and combat. 
It would be hard to ask for a more comprehen- 
sive tour of World War II European ground 


ee the purest and most i the 
four, puts you in the driver’s seat of the early Nazi 


expansion, starting with a flexing of tank muscle on 
behalf of Fascist Spain, where you first put the 


Wehrmacht’s new tank tactics into practice. Success 
there sends you east to the European front, out- 
ward through France, and eventually Russia. 
Onward to Berlin places you in command of the 
Red Army’s counteroffensive against Germany, 
beginning with the siege of Stalingrad. Crusade in 
Europe follows the Allied invasions of Europe, 
beginning with Salerno (the Italian landing) and St. 
Lo (D-Day). And finally, Defending the Reich finds 
the Germans backpedaling 
from Stalingrad in an effort 


counterattacks. 

The hypothetical scenar- 
ios offer up a bunch more 
fun. Pacific General’s classic 
Japanese invasion of 
Northern California set a 
tone for SSI that it follows 
through with here in fine 
style. In campaign play, you 
have to earn access to the 
“what-if” scenarios—for 
example, in Blitzkrieg, the 
German player must score 
a rapid victory in France to be pre- 
sented with the Windsor scenario, in 
which Hitler actually orders the 
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to stall the Allied and Soviet 


chance at Eiglanda in 1943 ia you knock the Soviet - 
Union out quickly in your Barbarossa offensive). 
Actual hands-on gameplay is all PG was, and 


more. Each scenario is played through a preset 
number of turns—with rapid victories earning 
you more prestige points, and thus access to bet- 
ter units in the next scenario. Combat is fast and 
ferocious—as involving as any real-time game of 
the moment. 

A scenario designer allows for use of any of the 
game’s maps and units for custom engagements. 
Multiplay over modem, play-by-email, and net- 
work play add all the necessary trimmings. There’s 
an occasional annoying moment, such as when you 
realize that flying a plane over an occupied hex can 
sometimes deny you access to the ground unit 
underneath, but these are few. 

Attractive, absorbing, and addictively playable in 
single-play, Panzer General II is yet another top- 
notch achievement from the SSI strategy factory. 


GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 

SOUND CHECK: 


OVERALL 


MULTIPLAYER: 


Finally, a sequel for all you 
erstwhile Rommels. 


SSI 

800-601-7529 
www.ssionline.com 

Win 95 CD 

P90, 16MB RAM, 21MB HD, 
1MB SVGA, 4x CD-ROM drive 
P120 

$40 


PANZER GENERAL Il 


Aircraft have no fuel limits, so let the 
birds fly and don’t worry about having to 
call them home. ¥ Entrenched units can provide a 
devastating defensive line, but once they're moved 
out of their hex, their entrenchment bonuses are 
gone. Establish a defensive line, entrench, and then 
don't juggle. W Redeployment hexes remain fixed 
throughout a scenario, which will affect the length of 
time it takes to move reinforcements into the action. 
Plan accordingly by factoring in this extra travel time. 
Experienced units that gain initiative bonuses by 
surviving previous scenarios should be used as first- 
strike units next time around. Their initiative bonuses 
will pay big dividends on the front line. % You have 
the option between scenarios to make an experi- 
enced unit Overstrength. This will greatly improve its 
characteristics. 
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idges, behind trees, submerged in swamps. Where your weary troops can see their 


Vhere you view the horrors of war from any angle, cruising over the 
ism” takes on a terrible new significance 


Battle your way through richly detailed deserts, rainy swamps, 
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Earth 


arth 2140 is another high-quality real-time 
strategy game that unfortunately arrives when 
high-quality strategy games are more preva- 
lent than pointy ears at a Star Trek convention. 
Although its interface can be frustratingly vague, 
its dark, vivid look and high-resolution 2D graph- 
ics (up to 800-by-600) make it a good investment 
for those who love commanding and conquering. 

In a nuked-out, poisoned future, the world has 
battled its way to two megapowers whose masses 
huddle in underground cities. 


Ha 


Of the two, the Eurasian Dynasty—an industri- 


ous Super-Europe—has turned itself into a powerful 
bionic race, whose throbbing human gristles are 
surgically mated with robot bodies. 

By contrast, the United Civilized States—a thinly 
masked USA—“enjoy a lazy and decadent life,” 
according to the manual. “They live for their own 
enjoyment and let machines do all the necessary 
work.” Sounds good to me. You bring the radioactive 
chips and beer and I'll bring the recliners, bubba. 
We'll chill out and enjoy the nuclear 
holocaust together. 

The guys who wrote this story 
(and created Earth 2140) are from 
Europe. Big surprise. I think they 
might’ve seen Gone with the Wind 
one too many times. Like most 
setup stories, this fills one unread 
page in the manual so players can 
challenge a world of robots, 
mechs, superweapons, and other 
toys of devastation. 

You'll get plenty of those here. 
No matter which side you play, 
you'll develop technology to create 
nearly two dozen weapons ranging 
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By Bob Lindstrom 


from Large Laser Cannons to a more 
blast-worthy Atomic Bomb. By mining 
precious ore ahead of the competition, you 
stockpile the cash to build dozens of high- 
tech structures and combat troops who 
attack from land, sea, and air. Pit those 
technotroops against the opposition, and 
Earth 2140 sears the screen with fiery 
explosions and rapid-fire ordnance bursts. 

The game’s swift pace puts it at the 
edge of exhilarating excitement. To add 
to the velocity, three cybergenerals can 
help you with troop movement. Assign a troop to a 
general, set the strategy to offensive or defensive, 
and let the computer wage war until you can return 
to the fray. These generals are a worthy addition, 
because through much of the game you'll be 
scrolling the overhead view, tracking the progress of 
your conflicts and constructions. 

The downside is that Earth 2140's hyped AI— 
Interplay claims it to be the absolute best—still isn’t 
perfect. Unobserved troops will break rank to fight 
individual skirmishes and burn themselves alive in 
incendiary bombs. 

Enemy Al is also suspect. The game might fudge a 
little by allowing computer enemies to buy weapons 
or buildings cheaply. It may also clone a few baddies 
to toss in at the eleventh hour. 

Earth 2140’s many control modes are a steep hill 
to climb: clicking and scrolling can be maddening 
when the action accelerates. You'll also squint at the 
teeny tiny strategic map, wondering just where the 
hell those one-pixel resource areas really are. 


Up to six players can compete in a network game. 


You provide the interface cards and the IPX/SPX 


protocol. While certain parameters have to be set 


before gameplay begins, alliances between human 
participants are permitted in the multiplayer version. 
Earth 2140 is a solid, second-tier strategy game, 
bested only by a few recent cutting-edge achieve- 
ments in the genre (e.g., Total Annihilation and Dark 
Reign). If you’re waiting for the next masterpiece to 
arrive, this is a strong, sometimes head-bashingly 


tough way to satisfy those real-time impulses. 


GAMEPLAY: 


a” GETTING STARTED: 

© GRAPHICS: 
c > 
4 MULTIPLAYER: E 
LL 


Falls just behind Dark Reign and Tota 
Annihilation in the real-time ge 


Topware 
Interplay 

800-468-3775 
www.interplay.com 

DOS 6.0/Win 3.1/Win 95 CD 
P90, 16MB RAM, 30MB HD, 
1MB graphics card, 

2x CD-ROM drive 

P133, 24MB RAM, 170MB HD, 
2MB graphics card, 

6x CD-ROM drive 

$45 


W Examine the immediate area before 
= starting construction. Reinforce the geo- 
graphically weak areas before firing up construction 
buildings. Y Make the landscape work for you. 
Troops on hills have a better chance of removing 
targets below. * Computerized generals are useful 
but not infallible. Keep checking their movements. 
© An unobserved soldier is a foolhardy, dead soldier. 
Train an eye on all your troops before they become 
deceased heroes. W Preset patrol paths will help 
flush out enemies waiting to attack. ‘W Have reserve 
troops grouped and ready to rush in when you hear 
the sounds of battle nearby. 


This ain’t just whistl 


ears ago, an eagerly awaited sequel using 
much the same graphics, play mechanics, 


and interface as its precursor might’ve 
met with a warm reception. After all, potential 
purchasers had a fairly good idea of what to 
expect. Nowadays, intense competition, continual 
refinements in game design, and constant improve- 
ments in computer-processing power virtually 
warrant radical, yet sensible modifications and 
enhancements in sequels. 

In the case of Civil War Generals 2, precious 
little has been done to revamp the original game 
system—much less update the graphics, interface, 
or sound effects—to make the game more palatable 
or rewarding. For all intents and purposes, it 
appears as if the designers ran out of ideas and 
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steam once they addressed the apparent shortcom- 
ings of the original game. 

Don’t get me wrong: Several important new 
units make their debut—mortars, siege guns, engi- 
neers, headquarters, and gunboats, for example. 
(Quite frankly, these should’ve been included in the 
original game.) Moreover, in addition to over 200 
historical and hypothetical battles, 17 grand and 
mini-campaigns have been developed, spanning 
virtually every aspect and phase of the “War 
Between the States.” 

No longer must you settle for refighting the 
war from General Lee’s perspective. Now you can 
delve into the maniacal struggle along the eastern 
or western theaters of operation, and you can 
assume command of either the Confederate or 
Union forces. Furthermore, Sierra has included 
a scenario editor, making the creation of home- 


Civil War Generals 2 


n> Dixie! 


brewed scenarios a simple and 
fairly intuitive process. Want a 
human opponent? No problem: 
CWQ2 supports two-player games 
via modem, serial connection, 
LAN, TCP/IP, and Sierra’s Internet 
Gaming Service. 

Unfortunately, the game’s 
graphics are dated and the sound 
effects uninspiring. First off, I 
thought the terrain was raw and 
undeveloped the first time out: the 
crude, angularly shaped mountains 
and nonanimated scenery were a 
throwback to the early nineties (I’m 
talking nineteen-nineties, folks), The 

incessant live-action video reenact- 
ments were tiring to watch, and | 
invariably turned them off. Secondly, 
when troops shouldered or presented 
arms and shifted from line to column 
formation or back again, it sounded 
more like they were trampling across 
Saran Wrap than wielding terrible 
weapons of war. 

While I could live with the first two 
criticisms, my strongest complaint is the 
way the game depicts mid-19th century 
combat. In reality, warfare at that time 

encompassed long lines of troops— 
sometimes stretching for miles in 
length—moving and firing in unison. In 
Civil War Generals 2, linear engagements quickly 
devolve into smaller actions, where tiny enclaves of 
units hold out long after they theoretically 
should’ve fallen back in disarray. For instance, at 
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Antietam, my Union Army was engaged in no less 


than seven separate actions once the Confederate 
line had given way! 

All in all, Civil War Generals 2 feels, resembles, 
and performs more like an expansion pack than an 
authentic sequel, rehashing virtually every facet of 
the original system and bolting on a few new bells 
and whistles. 


GAMEPLAY: 3 ~ 
GETTING STARTED: 3 - 
GRAPHICS : C- 


SOUND CHECK: C- ZOVERALL 


MULTIPLAYER: | 


What started as a rebel yell now = 
sounds like “Retreat!” | 


Impressions 
Sierra On-Line 
800-757-7707 
Www.sierra.com 
Win 3.1/Win 95 CD 
486/66, 8MB RAM, 45MB HD, 
SVGA, 2x CD-ROM drive 
P90, 16MB RAM, 90MB HD, 
4x CD-ROM drive 

Street Price: $50 


CIVIL WAR GENERALS 2 


) W Instead of pursuing a foe until your 

' forces are exhausted, consider period- 
ically resting your troops to gather up stragglers, 
improve unit cohesion, and increase effective 
firepower. W If you have numerical superiority 
over the enemy, it may be wise to seek out his 
flank before committing the bulk of your troops to 
battle. W Try to turn the enemy’s flank before 
attacking in the center. By firing at the enemy from 
two directions, your troops will receive special 
combat modifiers that will increase their chances 
of success. 


TIPS 


Just when you got the hang of 


ee SID METER’S 


we went out and 


ntroducing CIV II Fantastic Worlds," an add-on set of fantasy-based scenarios for you to conquer. 


Dinosaurs and dragons. Monsters and elves. Enter tools. Sure, you’ll face the same intense level 


the realm of Fantastic Worlds: the Hl of strategic challenge and complexity of 


Civilization Il add-on where magic and Civilization I/, but the scenarios 


imagination rule in more than 15 will be literally out of this world, 
new fantasy and sci-fi scenarios. 
Best of all, now you can also from planet Mars to your own magical 
dream up and create your and mythical world, Fantastic Worlds 
own scenarios using a rich art will take you far beyond civilization 


portfolio and a set of 8 custom scenario creation as you’ve known it. 


Critics are raving about Civilization II: 


CIV Il Fantastic Worlds requires 
Civilization II to play. 


Available for Windows. 
Visit your local retailer or call 1-800-695 
day or night (U.S. or Canada). 
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“*-& OVER 15 NEW FANTASTIC SCENARIOS 
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By Peter Olafson 


Basically, I can’t stand 


-1-9-9-8 


manuals. J hate the text-file 
ones that come on CD. | dislike 
the little printed ones that tuck 
into the fronts of jewel boxes. 


And I’m even annoyed by the 
big fat bookish ones. The medium should be the 
message in computer games, and | don’t recall a 
parenthetical “then read for a few hours” between 
the “plug” and the “play.” 

So imagine my delight in discovering that, while 
Sid Meier’s Gettysburg! comes generously supplied 
with manuals (three, plus a reference card), I didn’t 
need to look at them even once. I played this joyful 
real-time simulation of the cornerstone American 
Civil War battle for days without consulting 
anything outside the game itself. At the start, | 
barely knew what | was doing, and it didn’t matter. 
No wonder the title ends in an exclamation point: 


It’s that easy, it’s that surprising, and it’s that fun. 


pa: 
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A close-up of advancing sale: 
the fight for McPherson’s Hill... . 


If you can’t learn the game from its four tutori- 


als, you can surely pick it up from the 25 scenarios 
or the campaign or multiplayer games. And if you 
can’t pick it up from the game itself, you’re simply 
not playing enough. 

Most of the control involves clicking directly on 
units, dragging them to where you want them to 
go, and letting them trot off toward their destina- 
tion in splendidly animated unison. (A menu bar at 
the top of the screen and an icon bar at the bottom 
fill in the options.) It’s even more impressive when 
you zoom in on the action and all the little details— 
from the tiny fallen bodies to the puffs of smoke to 
the routines of the cannon loaders—begin to creep 
to the surface. This is intuitive gameplay at its best. 


Sid Meier's Gettysburg! 


Old times there are not forgotten... 


Now, in a preview a 
couple of issues back, | 
carried on for awhile about 
the relationship between the 
Gettysburg! graphics and the 
illustrations in The Golden 
Book of the Civil War, and 
I’m not going to do it again 
here, except to say: Yes, it’s 
true, and it’s delightful. 
Developer Firaxis Games has 
tied this benchmark game to 
a benchmark book that 
defined how I expected a 
Civil War game to look. 
How many computer games can 
you say made your fondest wishes 
come true? 

What I hadn’t seen before were the scenario 
intros and outros. I can take or leave the odd FMV 
sequence—I’m not big on historical reenact- 
ments. But the animated maps and attendant 
conversations between commanders used to 
set up the battles were just perfect, and the 
replays (using block-style graphics to display 
units) provided a vivid sense of how an 
engagement unfolds. 

If I thought Gettysburg! had a potential 
problem, it would likely be longevity. (How 
many times will a gamer want to return to a 
single battle?) But Firaxis has done every- 
thing feasible to bring players back and keep 
them happy. Apart from the features already 
mentioned, you can also have the game cook up an 
entirely new engagement for you (you set the size), 
play either side, set difficulty (four levels), pick the 
personality of the opposing general, and set the 
historical authenticity of the battle order. 

I’ve been bored by a lot of computer games 


lately—real-time ones especially—but I was never 
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once bored by Gettysburg! Indeed, the only thing 


that bugged me was the way the map suddenly 
abandoned its textures when it scrolled. Other- 
wise, Gettysburg! is a wonderful war game that 
should appeal to everyone, and another triumph 
for a designer whose name is already synonymous 
with success. 

Hell, even the manuals are well done. 


GAMEPLAY: A 
GETTING STARTED: AA 
GRAPHICS: A 
SOUND CHECK: A 


OVERALL 


MULTIPLAYER: AA 


The game for every Civil W le 


Firaxis Games 

Electronic Arts 
800-245-4525 

Wee: www.ea.com 

PLATFORM: Win 95 CD 

REQUIRES: P60, 16MB RAM, 7OMB HD, 
2x CD-ROM drive 

P133, 32MB RAM, 

2MB video card, 4x CD-ROM 
drive, 28.8 modem 

Street Price: $50 


DEVELOPER 


PUBLISHER: 


RECOMMENDED: 


SID MEIER’S GETTYSBURG! 


TIPS v Common sense prevails in | 

Gettysburg! A solid, well-anchored line 
that makes good use of covering terrain is a line that 
will last. WY Keep commanders close to their units in 
the interest of cohesion. ¥ Flanking is the most 
effective method of chasing off the enemy. (Just 
make sure to engage the unit being flanked in a differ- 
ent direction so it doesn't simply wheel to face the 
flankers.) W | like to mass my artillery and use it ina 
fireman role—moving it from hotspot to hotspot—for 
maximum effect. 


he current trend of arcade-game transla- 
tions continues with Mortal Kombat 


Trilogy, the latest installment in the 
digitized beat-’em up series. 
The mother of all Kombats, 
this new Kombatant is 


The shadowy 
Noob Saibot 


. ulls off a ni 
straight from the arcades, P i 


combo on Jade. 


complete with all the 
sounds, stages, characters, and moves. 

In MK Trilogy, you can play as any of the 
fighters from the previous Mortal Kombats, plus 
two new characters—Rain (a purple Ninja) and 
Noob Saibot (a warrior representing one of the 
game designers). All in all, there are 32 characters 
to choose from, including a secret Kombatant, 
Khameleon. There are also new stages from early 
incarnations of the game, such as the Pit. 

Additions have been made to the gameplay. 
New to the familiar finishing moves are the 
Brutalities—a series of combo moves you can wax 
opponents with, a la the Ultra Combos in Killer 


Instinct. A new aggressor meter has been added as 
well. As you execute moves, the word “Aggressor” 
is slowly spelled out. When it’s complete, you earn 
a few seconds of extra speed and power. 

MK Trilogy does have one problem: play speed. 
When we fought our way through our first few 
opponents, the game ran flawlessly, with no jerky 
movements. But as we advanced through more char- 
acters, it became sluggish, slowing almost to a crawl. 
One way around this was to die and then continue. 
Though it ruins that sense of unbeatability, it does 
allow you to play the game smoothly. 

One of the most important aspects of a fighting 


The latest and 
possibly the greatest 


game is control, and it’s almost perfect in MK 


Trilogy. Unlike other PC fighting games’, MK 
Trilogy’s controls are actually responsive—there are 


no noticeable delays between button-press and 
move-execution. All these factors add up to not 
just the best MK yet, but possibly the best fighting 
game available for the PC. —Chris Tou 
GAMEPLAY: 
GETTING STARTED: 
GRAPHICS: 
SOUND CHECK: 


MULTIPLAYER: 


DEVELOPER: 
PUBLISHER: 


Midway 

GT Interactive 
800-610-4847 

Wes: www.gtgames.com 

PLATFORM: DOS/Win 95 CD 

REQUIRES: P90, 16MB RAM, 60MB HD, 
2x CD-ROM drive 

P150, 32MB RAM, 

4x CD-ROM drive, gamepad 
Street Price: $50 


RECOMMENDED: 


MORTAL KOMBAT TRILOGY 


Smart Games Puzzle Challenge 2 


uzzles. Lots and lots of excellently 
designed logic puzzles make up Smart 


Games Puzzle Challenge 2. How many? 
Approximately 1,400, or enough to keep a puzzle 
fanatic happy and twitching for a good long while. 
Puzzle Challenge 2 offers its puzzles in 20 var- 
ied categories whose names might not be familiar, 
but whose contents work variations on old faves. 
In Writer’s Block, you form words out of letter 
pairs, while in Mirror, Mirror, you bounce light off 
a series of adjustable mirrors to hit a specified loca- 


There are 20 puzzle categories, and a run- 
ning score to show how well you’re doing. 


tion. Most of these categories supply 20 to 35 puz- 
zles apiece, though a few, like Math Path and Brain 
Candy, deliver more than 50 increasingly complex 
puzzles each. 

As a departure, Puzzle Challenge 2 also supplies 
Gates of Trivia, with questions covering eight fields 
of knowledge, including music, history, TV/movies, 
and so on. There are five challenge level——each 
level requires that to win, you complete seven 
series of questions. Regrettably, the questions aren’t 
randomized, so if you make an error, the game 
merely prompts you to re-enter the answers until 
they’re completely correct. 

A category like Gates of Trivia virtually cries out 
for simultaneous head-to-head competition; alas, 
that’s something Smart Games 2 doesn’t furnish. 
Although there’s an Internet site that will, over time, 
dispense extra “game packs” with registration, the 
site itself has no multiplayer functionality. 

Visually speaking, most of the games in Puzzle 
Challenge 2 are serviceable. They lack an imagina- 
tive presentation that would lift this strategy-games 
cornucopia into the realm of something memo- 
rable. In addition, the game only runs full screen in 
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Brainteasers 
af 4 39 Us 


640-by-480 mode, a definite drawback. 

The puzzles are outstanding brainteasers, and 
there certainly are plenty of them. But more 
attention to presentation and multiplayer head- 
to-head competition (perhaps with an optional 
timer to provide the mental equivalent of an 
arcade challenge) should be tops on the agenda 


for RandomSoft’s next release. —Barry Brenesal 


GAMEPLAY: B 
GETTING STARTED: A- 
GRAPHICS: C 
SOUND CHECK: D 


MULTIPLAYER: N/A 


RandomSoft 

Smart Games 
800-788-8815 

Wes: www.smartgames.com 


DEVELOPER: 
PUBLISHER: 


Win 3.1/Win 95 CD 

486SX, 8MB RAM, 23MB HD, 
SVGA, 2x CD-ROM drive 
RECOMMENDED: Pentium 

Street Price: $30 


PLATFORM: 
REQUIRES: 


PUZZLE CHALLENGE 2 


ae SHORTS 


Mass Destruction Seen iz all before 


ccasionally, you see a game that makes While the engine has a nice 3D feel to it, there’s no To its credit, it does 

you wonder if software companies inten- 3D card support. It’s also that increasingly rare include a four-player 

tionally release stuff they know will go breed, a DOS-based game. Sound effects and music network mode, which 
straight to the bargain bins. ASC Games’ latest re- in be tagged as just serviceable, too. Return Fire lacked. But 
lease is that kind of title. Mass Destruction is Different terrains affect your tank treads an with games like SWIV and Nuclear Strike out there 
essentially a cousin to its bargain-bin companion speed, and the levels are crawling with enemy) supporting slick 3D-accelerated graphics, Mass 
Return Fire, but without the choice of vehicles or tanks, foot soldiers, gun emplacements, and other Siniastie yn will li mel) end up collecting dust in the 


Capture-the-Flag elements. Choose dark annals of your local software store’s close- 


a tank from a selection of three outs section. —Jason D’April 


(one quick and weak, one middle- 
of-the-road, one tough and strong), ’ 
then head out into some 20-odd | GAMEPLAY: C 
GETTING STARTED: B 
GRAPHICS: C- | 
SOUND CHECK: C OVERALL 


missions to just blow stuff up. 
That’s it. Not that there’s anything 
wrong with blowing stuff up, mind 


—t’s just this kind of blowing MULTIPLAYER: B 


stuff up. 


Some entertainment value in a 


The game control uses a tank- 
| the-times game. 


7 foot 
| Se tee 


turret method that lets you rotate 


the tank’s gun independently of PUBLISHER: ASC Games 
Wes: wWww.ascgames.com 
PLATFORM: DOS CD 
REQUIRES: P90, 16MB RAM, 27MB HD, 
2x CD-ROM drive 
Recommended: =P133 
The graphics are basically low-res, even on the an isometric overhead view, but there’s nothing Street Price: $30 


direction of travel. It’s not the most ideal control 


MASS DESTRUCTION 


method for a fast-paced action game, especially when —_ bad things—pretty much 


you're using a keyboard, but it works okay. blown up, to some extent. The 


highest setting—nothing more than serviceable. varticular taxing in 


rOGR™sS Poa The year is 2328. 
a —- s * 
ae Archaeologists have 


discovered an ancient device 
capable of draining the life 


ton — force from an entire solar 
"4 = : —_______ system. The “Armageddon 
= Ae, : | Device” begins to destroy 
= ~~ | surrounding solar systems 


and eventually Earth itself. 
On a distant space station, a 
lone scientist creates a time 
portal and programs it to 

- | bring a person from the past 
. ; ea to the present. This person 
must find the Time Warrior, a 
human time traveler from 
another reality, and stop the 
Armageddon Device before it 
destroys all! 


TIME WARRIOR™: 
The Armageddon Device, 


a cinematic adventure game 
for Windows® PC CD-ROM. 


1-888-2 TIMEWAR. 
www.timewarrior.com. 


rt Pe A ened 


TIME WARRIOR is a trademark of Robert Stock. Stock’s Eye is a trademark of Robert Stock. 
_ Windows is a registered trademark of Microsoft Corporation. 


We haven't forgotten all you codeboys out there—you know, those of you who get 
that gleeful little laugh when you get to skip a mission, or walk through fields 
of fire unscathed. Here are some more cheats for some of the 

season’s hottest offerings. Type ‘em in, and there’s no stoppin’ ya! 


Pause the game using 
Pause/Break, then type one of the follow- 
ing codes to unpause with the new option: 


Type these cheats during the game: 


sputnik: Lets you access all levels from menu. 


waddawimp: Invulnerability. 
seein iamgod: Toggles god mode on/off. 
suckphoton: All wee 
i sie ae ghost: Toggles wall collisions on/off (no clipping). 
leadeaters: All | | ; 
a hideenemies: Toggles enemies/objects on/off. 
raincoat : All shields. 
allguns: Free ammo for all weapons. 
iwantitall: All cheats. 
fps: Shows frame rate. 

ghostrider: Toggles collide. 


yeahbaby: Max ammo/charge/shield. 


frameholio: Shows frame rate. = : - 
| During the game, call up the console 
by hitting Shift + ~, then type: 


juggernaut: God mode. 


Conquest Earth 


wraith: No clipping. 
Type these in (in all caps, with spaces) a ee 
at the Difficulty Selection Screen, 


after choosing your race: 


Skip to level Type 
5 KICKS BUTT 
10 TRIFFIDS 
15 JUPITER 
20 BIG GREEN MONSTER 
25 H G WELLS 


TRIPOD 


Bring up the console by pushing the ~ key, type the following codes, 
then hit Enter: 


impulse 10: Large magic attack. a_moveme X,Y,Z: Moves you to the 


impulse 11: God mode given position coordinates. 


impulse 42: Easter egg, displays map “mapname : Starts a map. 


“Technically, this is an easter egg.” fly: Toggles fly mode on/off. Once on, 
press jump to fly. Then quickly turn 


impulse 43: Instant death (1 of 5). : 
off fly mode to land. 


impulse 69: Instant death (2 of 5). 
ode to jack: Kills all creatures on 


bind p positions: This will make the lane. 


P key print out your position a ae 
[x, y, z]. Ignore the decimal places. AgNO: Kays tHe eta Sequence, 


dir maps: Lists available maps. noclip: Turns off clipping. 
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Use the mini-map to troop positioning. 


ET MEDIEVAL on strategy and battle with the Lords Royal 


enemy with hea ~ 7 Some ep Collection. No other series can so magically transport you into the world 
but beware of F bal “ae 4 aE id od : as: of thirteenth century life with its hardships, pageantry and bloodshed. Start with 
ee oe es the original Lords of the Realm™, winner of PC Gamer's Best Historical Simulation 
award for 1994 and on PC Games “A” List. Step up to the best-selling Lords of the 
using | Realm” Il, winner of PC Gamer's Editors’ Choice Award. Then make all of 


siege towers. 


England your battlefield with the Lords Il Siege Pack. Take up the gauntlet and 


: _—— > eae _— » 2nd ww an f 
Senin tien fight your way to the throne with these three legend-worthy games! 
castle walls 
using the 
mighty Create your own challenging battlefields. 
Repel invaders in real-time battles. 
When victory is imminent, use the MOP-UP tool to finish off the enemy. - — Discover New Countries to conquer. 


TEEN Compete for the crown via modem/LAN/Internet. 


sau impressions @3 S'FRRA 


©1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc., 


sea Bellevue, WA 98007. U.S. Patent No.s 5,287,446, 5,425,139, 5,377,997. Other U.S. and foreign patents ° e =" 
Be tes tached See our web site at http://www.sierra.com 


Now available for Mac and Windows. 


Soe MURE UNLIWE 
http://www.pcgames.com 


During the game, type m to bring up the 


| Type these codes during gameplay: 
chat dialog box, then type: 


| iamsolame: Invincibility. 
| | dangerous: Full ammo. 
| theresnoplacelikeoz: Level skip. : 

eas My. 
healthful: Full health. ‘lh any ‘Ait 


| thickskin: Full armor. 


chumpchump: Invincibility. 


| carrymore: Double ammo capacity. 


gimmedat: Gives you everything. 


hesstillgood: Resurrection (when dead). aaa 


| dawholeenchilada: Grenades, Missiles, 
Napalm, Flamer. 


| breakyosak: Shotgun ammo. 
| shellfest: Spray Cannon. 
| thebestgun: Spray Cannon. 


| explodarama: Grenades, Missiles, 
Heatseekers. 


| flamenstein: Molotovs, Napalm, Flamer. 


| shotgun: Shotgun ammo. 7 

oe : edi Max? : 

| lobitfar: Grenades. a. . 

Every longtime game geek knows Max;», 
titaniii: Missiles, Heatseekers. _ the homicidal bunny from Luca ‘Arts’ 

 sternomat: Napalm. _ adventure classic Sam and Max|Hit the 

Fr _ Road. But did you know he makés a 

| firehurler: Flamer. a 

| special cameo in Jedi Knight? 

| crotchbomb: Mines. It’s on level 5, inside the room On the 


right in the screen above. If you rush 
down the back stairwell of the first 
building you come to (once you reach 
the city), then turn a corner to face the 
bridge, you'll see a female NPC open a 
door that’s normally locked. Quickly. 
tun inside before the door closes; and” ; 
you'll find Max lounging’happilyin a 
_ chair. Touch him to get himmoving,. 
__ then open the door for him, and*he'll 
a ind for awhile. 


Type these codes during gameplay: | 
| rolvetieianats a laugh, watch him pick off random 


innocents as you get-near them. Just. 


| Mpwimpy: Wimp mode. ~ make sure you don’t shoot him! If you 
mppos: Gives you your world position. do, he'll gun you down, quick-style. 
| mphaunted: Ghosts bad guys. Special, thanks to Dan Amrich for sending in 
| this cool secret. A PC Games T-shirt and a game 


| mpfps: Displays frame rate. ave on their way. 
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Play it 
on a Falcon 


Want unreal 
performance 


CAL TOLL FREE: 
-888-FALCON-1 


www.falcon-nw.com 


SA AAAAAEA 


Custom built PCs starting at $2,495 for game playing, graphics, 
game design - or even getting some work done 


nreai™ ©1997 Epic Megagames, inc. All Rights Reserved. Created by Epic Megagames, Inc. 
ublished & distributed by GT Interactive Software Corp. 


reative Multimedia may rule the sound- 

card realm, but upstart Aureal is trying to 

muscle the House of Sound Blaster out of 
the lead. Aureal has already scored a victory by 
selling Diamond on its pass-through 3D audio 
standard, called A3D, around which Diamond 
built its PCl-based Monster Sound card. Now 
Aureal wants to shift the world into all-in-one PCI 
sound cards with true 3D audio built in— 
something Creative has yet to do. 

For those of you who don’t remember our 
article on the subject (Technobabble, May/June 
1997), 3D audio is true positional sound, not 
simulated, as in previous ISA-based cards. PCI is 
much faster than ISA and makes it possible to use 
more audio streams to get the 3D effect, and Aureal 
smells an opportunity as computer makers start 
shifting away from ISA slots to PCI slots in their 
new computers. Aureal is now pushing a new PCI 
audio chipset called Vortex, which will support 
legacy Sound Blaster and Sound Blaster Pro 
standards in addition to adding A3D. Vortex- 
based boards will also include 32-voice wavetable 
synthesis. 

If Aureal has its way, PCI and 
an obsession with all things 3D 
will lead computer mak- 
ers to put Vortex on their 
motherboards—and 
Creative’s sound-card 
competitors to build their 
products around the 
chipset. That’s assuming 
that Creative is tardy in 
bringing its own PCI 
sound cards to market. 
But Creative spokesman 
John Hazelwood says the 


i 


company’s ISA-based 
AWE64 will remain the company’s standard 
bearer, and there are no immediate plans to release 
a PCI audio card. 

Tony Schneider, Aureal’s vice president of mar- 


keting PC products, says some major computer 


makers will have Vortex on their boards by early 
spring, and the first consumer Vortex-based sound 
cards should turn up by early summer. Based on 
early discussions, Schneider 
says both Sony and 
Hewlett-Packard are 
seriously considering going 
PCI audio-only soon; Sony 
and HP won’t comment 
directly on their plans 

for now. 

The difference between 
Vortex-based A3D and the 
flavor you'll find on 
Diamond’s Monster Sound 
card is minor. Diamond 
licensed A3D and sourced 
the hardware chipsets on its own; with Vortex, 
Aureal is providing the silicon as well as the A3D 
software. Since Aureal is tweaking that hardware, 
Vortex boards will be able to push eight concur- 
rent audio streams, compared to the Diamond 


Monster Sound’s seven. 
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Aureal has also taken notice of the sound- 
enhancement features within Intel’’s MMX 
technology that free up CPU time, so expect 
Vortex-based sound controllers to get more out of 
the A3D standard than was possible with the origi- 
nal 3D audio cards, Schneider says. 

Another reason Aureal wants to promote a 
more standardized PCI-3D audio standard is that it 
hopes to broaden consumer and industry accep- 


tance of A3D. Despite Diamond’s marketing, A3D 


has only achieved a niche position so far with 
game-hardware companies and gamers. By the time 
you read this, Xitel will have released its Storm 3D 
card, and Shark has one called the Predator 3D in 
the works, but 3D audio hasn’t caught on the way 
3D video accelerators have—despite positive feed- 
back from the game community. 

Standardization will also clear up some of the 
confusion about A3D cards and what they can 
do. Xitel is going for the cost-conscious gamer 
who doesn’t want to spend $200. While the $99 
Storm 3D will be similar to the Monster Sound 


card, it probably will pump out no more than 


“It’s taking a long A3D Games List 


time to get games 


developed with A3D Bug Riders ¢ n-Space 
eupeorttrona'the wee Dark Project * Looking Glass 
se: ears Sdareiilen Dark Vengeance ¢ Reality Bytes 
“We know games will Forsaken * Probe 
: a a : So | — drive the technology, Golgotha * Crack dot Com 
<= <a ig -s | but it’s taking longer Jedi Knight: Dark Forces II ¢ 
‘ ae : than we thought to get LucasArts 
maeenee §  cevelopers to fully Mageslayer ° Raven 
Tees = implement A3D.” MechWarrior 3 ¢ 
- Schneider says that MicroProse/FASA 
by the end of 1998, Aureal expects more than 100 Outlaws ¢ LucasArts 
A3D games to be available, up from 20 SimCity 3000 ¢ Maxis 
at the end of 1997 (see sidebar), More importantly, Space Bunnies Must Die! ¢ Pulse 
five or six concurrent audio streams, Schneider Aureal will, sometime in 1998, debut A3D Plus Speedway Manager 3D e 
says. And in a strange twist of fate, Shark’s (its working name), which will pump out 16 Techland 
Predator 3D won't be PC] at all. As an ISA card, concurrent audio streams and be completely Starfleet Academy ¢ Interplay 
the Predator 3D will rely more heavily on the backwards-compatible with A3D games and Tanarus ¢ Sony 
computer’s main CPU and likely incur a perfor- hardware shipping today. TigerShark ¢ n-Space 
mance hit. “Now that we can show developers 16 audio Turok: Dinosaur Hunter 
The slow but steady pace of 3D audio accep- streams, they are starting to get excited about some Iguana 
tance, while not hurting Aureal’s prospects in the of the things they’ll be able to do in their games,” Turok II e Iguana 
game-development community, hasn’t helped it Schneider says. “We think that will help move 3D Unreal e Epic MegaGames 
either, Schneider says. audio into the spotlight.” — George T: Chronis Virtua Command e Techland 


CATEGORY PRODUCT DETAILS OUR RATING 
PC Falcon Mach V Falcon Northwest; A 
800-258-6778; approx. $4,000 


Monitor Optiquest V775 17-inch ViewSonic; A 
800-888-8583; approx. $600 


CD-ROM drive XM-5702 12x Toshiba; 


OF FAME 714-457-0777; approx. $120 


Sound card AWE64 Creative Labs; 
Wondering what 800-998-5227; $129 


hardware to buy to Speakers ACS55 Power Gaming System _ Altec sensing: 
800-258-3288; approx. $150 
get the best game ma- 


chine for your money? Joystick F-16 Combatstick CH Products 


619-598-2518; $69.95 


PC Games’ running list Gamepad SideWinder Gamepad tiled nt sais 


of our top hardware Modem SupraExpress 336i SP Diamond; 
recommendations. 800-727-8772; approx. $125 


Each month, we'll Graphics card Stealth 3D 2000 Pro Diamond; 
update the Hall of 800-727-8772; approx. $160 


Fame as we review Key add-on Pure3D Poke nog 
new products. 888-868-2533; approx. $165 


It's easy: just check 
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“Did you know you get a free 
copy of Hoyle® Blackjack when 
you buy any other Hoyle’ game 

at Computer City?”’ 


~ “INo, I didn’t. 
And I bet you didn’t know 
the Queen was hanging out with 
some joker the other night.” 


What a bunch of cards. But it’s true: Buy any Hoyle® game at Computer City and you'll get Hoyle 
Blackjack for free—a $15 freebie. Choose from our hot-offthe-CD-press Classic Board Games, or these collec- 
tions: Casino, Classic Card Games, Poker, or Solitaire. Unlike the cheesy games that came on your . 
computer, these are fultblown productions, with features like internet play, and a cast of sharp-tongued, |PRysay 
animated characters for you to compete against.This offer is good at Computer City, November \} rm 
through January, while supplies last. So get down there before some other joker beats you to it. wees s: 


So QNISYD PTAON 


© 1997 Sierra On-Line, inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007. Sierra® is an official licensee of Hoyle® division of Brown & Bigelow,!nc. 
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Upgrading Your CP 


ou’re a brave soul, or you've just 


watched too many mad-scientists-on 


the-loose movies. Not just anyone will 
pull the beating heart out of their computer with 
their bare hands. But it’s a P90, you’re on a bud- 
get, and, well...no way are you going to run 
Quake II in a postage stamp-sized window. 
Processor upgrades are not for the timid. But the 
big secret is that CPU upgrades really aren’t that 
hard to pull off. If you’ve put in a video card 

or memory, you can put in a CPU. It’s just a 


differently shaped slot. 


Step 1: Know Thy Patient 


Find out what kind of system you have, including 
the brand name and model number. If you don’t 
know the make and model or built the system your- 
self, find out what kind of motherboard you have. 
Either way, you should’ve kept an instruction 
booklet that came with your —— 
system or motherboard. 

The first step is to determine 
what kind of BIOS you have. 
Open your PC’s case and start 
looking around the edges of your 
motherboard for fine print or 
logos. Make a note of all the 
BIOS version numbers and 
markings you think might be a 
brand name or logo on the 
motherboard. 0." a 

Decide what kind of 
processor upgrade you 
want. If your system is 
older than a P75, your 
patient is terminal. A simple CPU transplant won't 
suffice, because the other systems on the machine 
are probably too slow and outdated to make it 
worth the effort. Start socking away your money 
for a new machine. 

You basically have three choices when it comes 
to processor upgrades for Pentium-class machines: 
Intel Overdrive chips, a straight Intel CPU swap- 
out, or upgrade kits based on AMD’s K6. 
Overdrive chips are well designed and kind to the 


technically squeamish. They’re easier to install, and 


Adding a faster CPU to 
your motherboard is 
something you can do. 


RS rns 


- worried about your system? 


they work with the widest variety of systems. 

Buying a new naked Pentium chip requires you 
to know much more about your system, because 
you'll be forced to switch voltage and speed settings 
on your motherboard on your own (info on how to 
i’ accomplish this is in your book- 
let). Why? The faster the Pentium 
chip, the more power it uses, and 
your motherboard must be set to 
the specific MHz speed of your 
CPU. These are things you don’t 
have to worry about with an 
Overdrive package. 

AMD-based chips from 
Evergreen Technologies and 
Trinity Works offer better perfor- 
mance than the best Overdrive 
chip, but they are harder to install 
and work with far fewer varieties of PC. If your 
system is willing, an AMD-based upgrade will 

take even a lowly 75 MHz PC all the way to 
233MHz performance, something Overdrives can’t 
do. (Cyrix chips are available, but they require spe- 
cial motherboards, so we didn’t include them here.) 

Once you’ve decided on your CPU upgrade, 
call the company and ask them about your system 
betore you buy. Don’t try and guess! They can 
help make sure you order exactly the right chip 


for your machine. 
Step 2: First, Do No Harm 
Avoid static electricity. Since you can’t see it, 
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TECHNOBABBLE 


By David Gerding 


assume it’s there. It’s probably worth the twenty 

or fewer dollars to get a static-reducing “bracelet” 
that you wear and which plugs into the wall. The 
bracelet literally saps away errant electrons, making 
working on your machine a lot safer, and allowing 
you to unplug your system from the AC. If you 
don’t get the bracelet, switch off the main power in 
the back and leave the power cable plugged in. The 
power cable will keep your computer grounded. 
Now, open up your case and touch your power 
supply. If you do have a static charge, that will 

take care of it. Now, take a deep breath 

and read the instructions that came 
with your upgrade. Relax. Read 


them again. 


Step 3: The Transplant 
You may need to remove circuit boards 

to get at your CPU. Make a mental note of where 
everything goes and which cables go where, since, 
in a matter of minutes, you'll need to rebuild the 
machine. If you chose an Overdrive, you’re going 
to be in and out in a matter of seconds. At this 
point, follow the instructions that came with your 
Overdrive chip. (If what you read here differs, 
follow YOUR instructions.) If you’re installing a 
faster, naked Pentium CPU, make sure the voltage 
and speed settings are correct. 

Gently unlatch the little lever next to your CPU 
and tilt it up. The chip will rise out of the processor 
slot. Lift it up and set it aside in the anti-static bag 
your new CPU came in (for that machine you 
promised to build your mother-in-law, parents, or 
girlfriend). Align the new chip in the slot—don’t 
worry, there’s a notch, so there’s only one right way 
to insert it—set it in, lower the lever, and lock it 
with a click. Bingo! Now put everything back the 
way you found it and close the case. You’re done. 

If you chose an AMD-based chip, you’ve got a 
little more work to do. Your instructions will show 
you how to upgrade your BIOS and reset some pin 
settings on the motherboard to make sure the 
power management works. Then you'll swap your 
chip as described above, put the machine back 
together, and you’re done. 


Congratulations, Doctor. 


ole Playin Game 
the Year” ; | 


Role —Playin Game 
the Year" ne 


Alder Scrolls® 
1 Series begins... 


rom the epic role-playing world of Daggerfall &¢ Arena, ‘springs — 
forth a sinister tale of mortal conflict & triumph. The celestial — 
citadel known as Battlespire has been ravaged by a black~hearted 
Daedra Lord. If this dark Lord & his minions can brush aside an entire 
defending garrison of the Empire's Bartlemages, can you, a solitary Nero, 


stand against them? 


-@ Create your character with the proven character design system. based on the Dz gee rfall ¢ game, 


/ system . Tt 


weer ve unrivaled power to custom-build the cxAc t type of he ro you wat 


| “ c “hat with, conspire & then beeray your e enemies. Mete out 


jabiae ee 


justice with sword & fyre. Battle fiends so cunning they 3 } 


smell your blood, hear your footsteps, & track you like prey. 


e Explore exquisitely detailed 3D interiors & exteriors. From 


ominous dungeons to towering castles, all rendered in. 


ICELEF POT 
wath toy soit aS 


splendid hi-res & hi-color. 


e Wage war In multi=playe r mode! Team vs. computer, team 


Ry Perry ie Wid 


vs. team or the ultimate Deathmatch via IPX or Internet. 


(In Oder Fcrolls? Legend 


BcitlcSUA Sdr WIS = 
WWW.BETHSOFT.COM : 
1370 Piccard Drive e Rockville, MD 20850 ¢ BBS 301.990.7552 © Fax 301.926.8010 


MATURE 


Arena—Role Playing Game of the Year: Computer Gaming World, Computer Player, Game Machine, Games Magazine. 
Daggerfall—Role Playing Game of the Year: Computer Gaming, World, PC Gamer, PC Games, PC Today, CGDC Spotlight Award 
Bethesda Softworks™, Daggerfall®, Arena®, Battlespire ™ & The Elder Scrolls® are trademarks of Media Technology Limited. Copy ight© 1994-1997 Media Technology Limited. All rights reserved. 


0, no, no...don’t do this to me! Six 


months ago I built a perfectly swift 


P200. I shouldn’t be having speed-envy 
pangs, but this Toshiba Infinia Pentium II is giving 
me fits. | didn’t feel behind the technology curve 
when I tested the Intergraph and Micron Pentium 
Ils that came through the PC Games offices in 
recent months—even as fast as those 266MHz 
systems were. All three computers posted CPU 
scores within a couple ticks of each other. But this 
Toshiba is different. I want to own this sucker, 
and not just because of the stylish black case. 

So what makes Toshiba’s 266MHz zippier than 
those other machines? Cutting-edge hard-drive 
technology, my friends. There’s a new update to 
the world of IDE controllers called Ultra DMA, 
and it’s fast. This mother’s Maxtor 6.4GB posted a 
score of 210 in the hard-disk tests, putting it in the 
same SCSI league as our Falcon P233’s drive, 
which scored a 199 back in July. 

Why is that important? The 3D-accelerated 
versions of games like Hexen II and Jedi Knight 
toss a ton of textures off to a virtual-memory 
cache on your hard disk. Standard EIDE drives just 
can’t keep up anymore, and you get annoying, 
choppy slow-downs when entering new rooms, or 
when there’s a computer opponent around the cor- 
ner. But systems with SCSI systems don’t chug, and 
neither does this Ultra DMA hard drive. (Plus, for 
those of you who haven’t heard, Ultra DMA is 
totally compatible with existing IDE. New systems 
are Ultra DMA-capable, but if you throw in an 
older IDE drive, it’ll run just fine.) 

The 7260 is fast in other ways as well. Although 
you don’t get a 3Dfx card, the 4MB SGRAM ATI 
Rage III that comes with this Infinia is no slouch, 
ranking in 2D performance with the super-fast 
Stealth 3D 2000 Pro. On the Direct3D side, the 
Rage III was a little troublesome, refusing to run 
Jedi Knight even though the game recognized the 
controller as D3D capable. But there was no prob- 
lem with MDK or iF-22. 

So, put together a Pentium II CPU, fast hard- 
drive transfers, fast video, and what do you get? A 


momentary state of non-obsolescent bliss. Case in 


Ue SPOTLIGHT 
Toshiba Intinia 7260 


point: Jedi Knight. Playing on the PC Games net- 
work with everything from P150s to P233s, you 
couldn’t have a lightsaber duel without the server 
dropping frames. That’s pretty annoying when 
you're about to slice your opponent and he disap- 
pears entirely, only to reappear behind you. But set 
the Infinia up as the multiplayer server, and the 
frame-drops almost disappear. With this computer, 
you’re guaranteed to run any game you want for at 
least the next nine months. But you know game 
designers: Once they get their hands on 300MHz 
Pentium IIs, the cycle will start again. 

Unlike some other consumer PC cases, 
Toshiba’s design is stylish without compromising 
access to Interior components. Getting inside is as 
easy as slipping off a side panel and going to 
work. Installing network and video cards goes 
quickly and without hassle. There are also two 
exterior bays, should you want to add Zip or 
DVD-ROM drives. 

Considering all the good stuff in this system, 


$2,599 is a fair price. For that money, you also get 
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64MB of EDO RAM, a 24x CD-ROM drive, USB 
ports, and a 56K modem. You could buy Toshiba’s 
matching 17-inch monitor with built-in speakers, 
subwoofer, and telephone center for another $699, 
but if you want this much performance, the money 
would be better spent buying a 19-inch monitor or 
something from the Cambridge SoundWorks cata- 
log. (Toshiba Computer Systems; 800-457-7777; 
computers.toshiba.com; street $2,599) 


—George T: Chronis 


Video Score: 223 


*PC Games Labs uses a standard Acer 200MHz 
Pentium as a baseline system for comparison, 
with baseline benchmarks of 100 in processor, 
video, and hard-drive categories. Computer 
systems are compared using WinBench 97, 
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It’s big, but is it good? 


Arcadia 
AR2.7AV 
RATING: c+ 


Forcing the PC into the living room as a star player 
next to the TV and VCR is a goal sought by many 
companies. Be it WebTV, infrared keyboards, or 
other gimmicks, it’s an as-yet-unsolved problem. 
Princeton Graphic Systems’ Arcadia Home 
Monitor is another option. It’s a standard TV and 
PC monitor in one package. 

Sporting a 27-inch viewable screen, this size is 
way in excess of even the top-tier monitors. So, 
does it offer a convenient and viable option as the 
all-in-one TV-and-monitor package? Well, kind of. 
As is the case with most jacks-of-all-trades, the 
Arcadia is master of none. The TV screen is a good 
size, and it offers built-in stereo speakers and con- 
nection slots for camcorder, video, and cable—the 
usual. But the picture isn’t as crystal clear as a rea- 
sonable-quality standard TV. That’s not to say it’s 
not watchable. I certainly wasn’t concerned about 
any loss of clarity in the latest X-Files episode. 

The monitor suffers the same problem, though. 
Limited to 800-by-600 resolution, you really do 
seem to lose the clarity you’ve come to expect from 
a more compact 14-, 17-, or 21-inch monitor. 
Remember, a 27-inch viewing area is big. Really 
big. For standard work, word processing, or other 
utilities, the size just seems too big. Of course, 
games like Jedi Knight with massive rooms and infi- 
nite visual perspective really make the most of the 
extra size. Quake, with its more closed-in levels, 
does not. In either case, monsters are bigger and 
more oppressive, but also less defined. 

The setup routine is typical for a TV, and the 
monitor element is relatively easy to understand 
and get working (the remote is functional at best). 


CH Gamestick 
RATING BO 


On a good day, | get lots of boxes from the FedEx 
dude. Not long ago, I ripped one of them open, 
looked inside, and assumed I had gotten a new mass- 
market consumer joystick from Logitech. But the neat 
packaging, grayish plastic, and affordable price had 
led me astray. Stenciled right there on the base was 
CH Gamestick—aka CH Products’ assault on the 
casual gamer. 

True, CH may be one of the deans of pricey, high- 
end flight-sim sticks and throttles, but there’s a huge 
group of people out there with less rarefied needs who 
plopped down bucks to buy into Logitech’s WingMan 
and Microsoft’s SideWinder families. So CH came up 
with the Gamestick—a general, all-purpose unit. 

As four-button, mechanical, no hat- 
switch sticks go, the Gamestick is a 
well-manufactured unit constructed of 
high-quality plastic. The up/down, 
right/left axis movement is smooth 
without being loose. The grip is less 
sculptured than many newer sticks, but @ 
it’s comfortable nonetheless for right- and 
left-handers. Also, all four buttons are 
spaced comfortably close to each 


So what you get is one beast of a 

monitor that certainly works in its 
dual functions but has to sacrifice 
some of the finer qualities gamers may 
be used to. That’s the choice. The all-in-one 

package is appealing, but high-rolling, hi-res, 
high-maintenance gamers expecting .28-dot-pitch 


quality (or even .26) will notice the difference. 


(Princeton Graphic Systems; www.prer.com; 800- 


—Rob Smith 


747-6249; street $1,199) 


CH Racing 
Wheel 
RATING: B- 


Okay, I’ve always been a huge 


arcade racing fan. Ever since 
arcade racing games got 
linked and you could race 
against up to 15 people, a 
new standard for racing was 


set. But that multiplayer coin-op 
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other, with buttons two through four within easy 
thumb reach. The throttle switch, on the other hand, 
is neither easy to get to nor very large. 

Win 95 driver installation was painless, and the 
Gamestick was ready to go to war in five minutes. 
Control movement in X-Wing vs. TIE Fighter was 
pleasant and responsive, which makes sense, given 
CH’s flight-sim experience. But in Interstate *76 and 
Need for Speed II: SE, the Gamestick’s smoothness 
lent itself to oversteering on the road at high speeds. 
The Gamestick’s long grip has a higher center of grav- 
ity that works great in piloting situations where longer 
axis-travel is appreciated, but it feels uncomfortable 
when put to work in first-person shooters like Quake 
and Duke Nukem 3D. The SideWinder’s stubbier 
handle grip is a better choice here. 

Bottom line: The Gamestick is a great unit for fly- 

ing and driving—if you have a light touch. While its 


" S high quality is much appreciated, the Gamestick 


will probably be lost on the price-minded target 

audience CH generally shoots for. In this category, 

the difference between $39.99 and $50 is major— 

especially when the SideWinder Pro delivers six 
buttons and a hat. (CH Products; 760-598- 

~ 2518; www.chproducts.com; street $50) 

4 . —George T. Chronis 


experience on my PC has 
been incomplete, lacking 
the essential tool of driving— 
THE WHEEL. Sure, I’d tried a 
few PC wheels, but none really 
impressed me. But CH Products has 
come the closest so far with its new Racing Wheel. 

The CH Racing Wheel comes with a sturdy base 
and adjustable clamps that allow for easy attach- 
ment to my desk. Installation was a snap—lI just 
went to Game Controllers, added a two-axis—four- 
button joystick, and I was peeling out. Next, I 
cruised over to my favorite download site—if you'll 
excuse the shameless plug—at www.pegames.com/ 
downloads, grabbed the 3Dfx demo for Need 
for Speed II: SE, and went for a drive. 

The CH Racing Wheel comes 

equipped with four buttons to shift 
gears, accelerate, and brake. The con- 
trols are all right in the 3-9 o’clock 
area of the wheel, making access to 
gears very easy. The wheel’s 160 degrees 
of motion made it possible to really lean 


into turns while driving. These easy controls and full 
range of motion allowed my Lotus GT1 to attack 
the streets of Italy like Lara Croft on Duke Nukem. 

But with every joyride comes a crash. CH didn’t 
add any of the wheel padding that’s always present 
in the arcade-style game wheels. More maddening, 
especially considering the 160 degrees of motion, 
the Racing Wheel’s turning resistance is too loose. 
It’s frustrating when you over-steer out of control 
when forced to react to a blind curve. 

With a street price near $80, CH’s Racing 
Wheel is a pretty slick model. But it may be out of 
your price range, especially when the salesman 
finally tells you this package doesn’t come with 
foot pedals. (CH Products; 760-598-2518; www. 


chproducts.com; street $80) |= —Marcale Wallace 


PCDash 
RATING: B- 


Saitek’s PCDash is yet another entry into the 
already glutted gaming input device front, but it’s 
different enough to stand out from standard sticks 
and pads. This tablet is sort of an enhanced 
gamepad, providing keyboard functionality without 
having to memorize the myriad commands that 
many complex games require. The PCDash can 
hold up to 35 programmable functions on its main 
sensor area, and it provides an eight-direction pad 
and three other function keys along the left side, 
plus a main fire button at the bottom. 

The Dash comes with 12 predesigned sheets that 
you Just pop in, scan, and play. There will soon be 
more available for download from Saitek’s Web 
site, but in the meantime, you can use the PCDash 
Command Centre to create sheets for any game 
you ve got. 

Playing Tomb Raider with (z= 
the supplied template, I enjoyed | 
the one-button side 
jumps (instead of 
Ctrl-Left arrow on 
the keyboard), but 
the supposed eight- 
way direction pad 
on the dash was 
definitely four- 
way—taking it 
much smoother to 


run and turn at the 


TECHNOBABBLE 


—. 


A customizable PCDash card. 


same time using the keyboard. 
The Dash was more adept 
with flight sims. More of a sup- 
plement to the keyboard than a 
replacement, the included sheets 
handled all the extra controls 
sims throw at you (such as flight 
and weapons controls), letting me 
control the plane’s flight with a 
joystick or with keyboard arrows. 
You can use the Dash with 
almost any application; all you 
have to do is program the keys 
back at the Command Centre, 
clearly the Dash’s coolest feature. 
(Saitek; 310-212-5412; www.saitek.com; street $70) 
—Joel Strauch 


Viper V330 
RATING: A 


Don’t think you’re the only one confused by the 
flood of video-accelerator options. Not even Moses 
could part this sea of silicon. But the great news for 
gamers is that with choices like Diamond’s new 
Viper 2D/3D video card, it’s hard to go wrong. 
True, the Viper doesn’t pray at the temple of 
3Dfx, but as powerfully as this card is running 
Direct3D games, maybe 3Dfx is irrelevant. We’re 
talking about a 128-bit graphics engine combined 
with a 128-bit data path, thank you very much. This 
makes the Viper fast enough to switch on more 3D 
options in D3D than first-generation D3D boards 
could muster. 
What does that mean to you? Take Jedi Knight, 

for example. It’s a D3D game that 
looked pretty damn fine running 

through a Monster 3D Voodoo card. 

For this review, | yanked a now-aged 
Diamond Stealth 3D 2000 
out of a system and replaced 
it with the Viper, leaving the 
Monster. Jedi Knight now 
ran through the Viper, the 
primary D3D accelerator. 
Wow! There I was, ready to 
fight Jerec in the final show- 
down, and all I could look at 
were the textures. They 


seemed uniformly richer in 
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Jerec doesn’t deserve an arena 
that looks this good. 


color and depth, and they now almost seemed to be 
pulsating the way low-level light sources would, 
thanks to the Viper. The effect was noticeably better. 

In fairness, if Jedi had been written specifically 
to take advantage of the Monster’s Voodoo chipset, 
the outcome would likely be different, but the 
Viper’s RIVA 128 chipset from N-VIDIA is a clear 
winner at D3D. The Viper also has VESA support 
in hardware for SVGA resolutions up to 1,600-by- 
1,200, and adds TV-out jacks for all of you who 
want to play Quake II on a big-screen TV. 

All of this begs the question: What should you 
buy today if you have to buy a video card? If you’re 
on a budget, the $180 you'll spend on a Viper is a 
great deal. Not only is it a fast 3D accelerator, but 
it screams with the best of them in 2D. In our own 
benchmarking, the original Stealth scored an excel- 
lent 152, and the Viper pulled in a 190. True, the 
Stealth 3D 2000 Pro still leads with a 224, but for 
a combined 2D/3D video card, there’s a lot of value 
in the Viper. Heck, you can always add a Voodoo 
card later when you save up your money. 
(Diamond Multimedia; 800-727-8772: www. 
diamondmm.com; street $180)—George T. Chronis 


m= HOW FAST IS 
Video Score: 


*PC Games Labs uses a standard Acer 200MHz 
Pentium as a baseline system for comparison, with 
baseline benchmarks of 100 in processor, video, 
and hard-drive categories. Computer systems are 
compared using WinBench 97. 


a I have this really cool MIDI sound clip that | 


want to have played as I start up Windows 


95. | went into Control Panel, and then Sounds, but 
when I tried to replace my existing sound clip with 
the MIDI one, I couldn’t, because my new clip isn’t 
in WAV format. How do I replace a WAV clip with a 
MIDI clip? 

Steven Cohen 

Via email 


Not a problem. It’s true that the 
Windows sound accessory only works 
with WAV files, which are essentially sound 
recordings. Problem is, recorded sound takes 
up quite a bit of disk space. You know that lit- 
tle “ding” sound in Windows? The file takes up 
more than 11K. In contrast, MIDI files are 
much more compact. They don’t contain 
recorded sound; instead, they contain informa-— 
tion that tells your sound card how to play the 
music or sound. But, as you note, the Windows — 
Sound system won't play MIDI files. 

Fortunately, Windows provides all the tools 
you need to convert a MIDI file to a WAV file. 
First, load Media Player, which you'll find 
in Win 9S under the Start button in 
Accessories/Multimedia. Then load Sound 
Recorder, which you'll find in the same place. 
Load the MIDI file into the Media Player and 
start it up. Then start the recorder. 

The only snag you might run into is the 
60-second limit on sound files in the Sound 
Recorder. You can get around this limit in two 
ways. First, you can buy a third-party sound editor. 
Alternately, you can try the following trick: 
Without playing any file in Media Player, start 
Sound Recorder and click on the Record button. 
Let the recorder run until it stops, then choose Save 
As from the File menu. Name the file—say, 
LONGER. WAV—and save it. Now choose Insert 
File from the Edit menu and select LONGER. WAV. 
This adds the saved file to the end of your current 
sound file. Repeat this process as many times as you 
like. The result will be a long, blank sound file you 
can record over. 


0 I’m having a small problem with SkyNET on 
your demo disc (January 1997). Everything 


was working perfectly until | started to play it. | 
entered DOS through Win 95, and it gave me an 


error message that said I didn’t have enough mem- 


ory. I figured that maybe Win 95 takes up a lot of 
RAM, sol ed in MS-D 


mode. I typed in 
| 1, It had 


erent prob- 


Qian? 


fil 


ia 
teagan 


Windows and DOS use different drivers for 


devices, including mouses. While Windows 


automatically loads a driver for the mouse, a DOS 
driver for the mouse isn’t being loaded when you go 
into MS-DOS mode. Win 95 does automatically see 
that you have mouse capabilities when you open a 
DOS window—a definite improvement over 
Windows 3.x, which required you to load a DOS 
mouse-driver before loading Windows—but if you 
boot into MS-DOS mode, things aren't so automatic. 
Here’s what to do: Using Windows Explorer, 
right-click on the icon of the DOS program you 
want to use. Then select the Program tab and click 
on the Advanced button. You'll see two windows 
on the dialog that pops up. The first window shows 
Config.SYS file commands that will be executed 
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Disc-drive woes, 
MIDI lust, and 


DirectX compatibility 
By Patrick Marshall 


when you launch the program in DOS mode. The 
second window shows Autoexec.BAT commands 
that will be executed. 

Next, click on the configuration button. In the 
new dialog that pops up, see if there’s a check box 
for Mouse. If there is, make certain that it’s 
checked. By checking the mouse box, you’re 
causing Win 95 to automatically enter the following 
line in the “Autoexec.BAT for MS-DOS mode” 
window in the previous dialog: LOADHIGH 
C:'\MOUSE\SYSTEM\MOUSE.EXE. If you don’t 


_see the mouse option listed, or if your mouse driver 
Ab ; 

files are located elsewhere, you'll have to manually 

create a line in the window to launch the appropri- 


te mouse driver. 


Help! My CD-ROM drive used to be able to 
==) automatically load up Win 95 titles! Is my old 
ver not loading right? 

oh P. Olender 


' ail 


Here’s what happens with the Autorun 
feature. Win 95 continually checks to see 
whether a CD has been inserted. When one ts 
detected, Win 95 looks for an Autorun.inf file on the 
CD, If it finds one, whatever program is listed in that 
file will be started. If your CDs are no longer running 
automatically, and you've confirmed that they have 
Autorun files in their root directories, here’s what to 
do: Go to the Control Panel and double-click on the 
System icon. Next, click on the Device Manager tab, 
then locate your CD drive in the list and double-click 
on it. Choose the Setting tab in the dialog that pops 
up, and click on the “Auto Insert Notification” 
check box. Back out of the Control Panel, reboot 
your computer, and those CDs that have Autorun 
files should work just fine again. 


0 I bought and installed a Toshiba 4x IDE 
CD-ROM drive about a year ago. It worked 
fine when I installed it, but lately it’s been acting kind 
of funny. Sometimes it works under DOS 6.0 and 
Windows 3.1, sometimes it only works under DOS, 
and sometimes it doesn’t work at all. I’ve tried rein- 
stalling the drivers, but it still does the same thing. 
Esther Krizmanich 

Via email 
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the stunning new 
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From CH products. 
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| Diagnosing problems such as yours without 


best. But whenever I encounter hardware-related 


hands-on testing is an uncertain endeavor at 


problems that recur on an irregular basis, the first 
thing I look into is the connections between the 
device and the computer. You can't, of course, 
check all the connections, since there are some 
inside the CD drive and the motherboard. But 
you should remove and reattach the cable at 
both ends between the drive and the controller 
card or motherboard connector. If the drive is 
attached to a controller card, remove the card 
and clean the contacts (using electrical cleaner), 
then reinsert the card. 

Even before going to all this trouble, how- 
ever, you should make sure that the CDs and the 
mechanism inside the drive are clean. Sometimes 
simply using compressed air to blow inside the 
drive will clean dust off the lens. But you can 
also buy special discs for cleaning CD drives. If 
none of these strategies solves your problem, 
you'll need to try a replacement IDE ribbon. If 
that fails, consider buying a new CD drive, or, i 
you can, borrow one to see if the problem is i1 
your drive. é 


I have a game that’s quite old—Wizare 
VI: Bane of the Cosmic Forge—and af 
installed it and double-clicked on the icon, it ga’ 
me an error message, “Divide Overflow Error.” 
What does that mean, and how can I fix it? 
Jay Rivera 
Via email 


It would’ve helped if you'd provided the 
entire error message and indicated what type 
of processor and operating system you're using. 
Nevertheless, if this program is regularly causing 
that error message, I'd say it’s time to give the 
game the heave-ho. Divide overflow errors are gen- 
erally caused by misbehaving programs that do 
something the processor can’t allow. In the old 
days, programmers were known to “tweak” pro- 
grams to get better performance using various 
tricks of the trade—such as directly accessing 
certain parts of your computer's hardware. 
Unfortunately, when the hardware changes from 
286s to Pentiums, the program may not work so 
well—if at all. Thus, the program may have only 
worked with earlier processors. Your only real 


hope is to contact the program’s vendor and ask 
whether there’s an updated version. (Another strat- 
egy would be to get a used computer at the 
286/386 level to play games that age; you should 
be able to find one dirt cheap.) 


I recently bought a new computer, and as a 


my keyboard that calls up the Start menu. At first I 
thought this button was a good thing, but I very 


new standard feature, I got a Win 95 key on 


quickly realized it was the worst thing for a gamer. 
When I’m in DOS—playing Duke Nukem 3D, for 
example—I’m using the Ctrl and Alt buttons, and 
right in between is the Start button. If press it, it 
takes me out of DOS and into Windows. How do I 
turn the stupid thing off? 

Masoud Shafaee 

Via email 


A It’s not often that I wave the white flag, but 


I’m going to on this one. I’ve been unable to 
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find a keyboard mapper that actually works 100 
percent of the time, nor is Microsoft aware of any 
method for reprogramming that key. So I'll make a 
pitch to PC Games’ knowledgeable readership to 
let me know if they've found any workarounds, 
and I'll pass it along in the next column. 

That said, I can offer two low-tech 
workarounds. First, you can simply boot to DOS 
instead of running it under Win 95. That way, the 
Windows keyboard driver won't load, and that key 
should be effectively “dead.” Second, you could 
just remove the key from your keyboard. 


I recently upgraded to Win 95. That worked 
fine and dandy until I tried to play some 
-compatible games. I recently acquired 

ed Alert and found I couldn’t play the Win 
n of it! The README file said I had to get 
in 95 display drivers for my card. So I down- 
led them, and it still didn’t work! I checked 

tX out, and the only component that wasn’t 
ed was the display driver. Instead of saying 
ertified,” it said “No hardware support.” Does 
this mean I have to buy a new video card, or what? I 
have a Paradise Bali32 video card. 

Adrian Avgerinos 


Via email 


: The message about certification just means 


that the graphics adapter doesn’t support 


~ certain DirectX acceleration features in hardware, 


and that those operations will have to be performed 
in software. Most games that take advantage of 
DirectX should still run, though not as fast as if 
you had a graphics adapter with a driver that 
supported DirectX in hardware. Westwood Studios, 
maker of Red Alert, says that you need a graphics 
driver fully compatible with DirectX 3.0 to run 

the game. And Paradise technical support says that 
its latest driver for the Bali32 card—available at 
www. paradisemmp.com—is fully compatible with 


DirectX 3.0. 


Designed for the 
Serious Gamer 


Combining the ultimate in performance with 
the most game support, 3Dfx’s Voodoo Graphics 
has become the standard platform for PC gaming. 
And, with the most texture memory and TV-out 
capability, Pure3D is the premier 3Dfx game 


accelerator. 


Order Now 
888-868-2533 


xX) 

Wee Canopus 
Canopus Corporation 
711 Charcot Avenue 


San Jose, CA 95131-2208 
(408) 954-4502 


Pure3D is a trademark of Canopus Corporation. 
3Dfx is a trademark of 3Dfx Interactive, Inc. 
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aS DIEZ Final: something worth 


watching on TV. Once 
you experience 3Dfx- 
accelerated gaming on 
the big screen, there'll 
be no going back. 


a nna Sees SERENE ea ay A 


The most texture memory 
of any Voodoo Graphics 
card means smooth 
game-play no matter 
how intense the action. 


www.puresd.com 
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©1997 Ripcord Games. Postal is a 
trademark of Running With Scissors. 
All Rights Reserved. Other 
trademarks are property of their 
respective companies. 
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Get them first at your local retailer, www.ripcordgames.com, . 
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“EXPLOIT THE UNIVERSE “AND. DON’ i. 
PAY. TAXES... JUST DOESN'T GET: 
ANY BETTER THAN. THIS! © 


R&G GAMES 


PO BOX 5008 Glendale Hts, IL 60139 
We Buy & Sell New & Used IBM Games & Hintbooks Call 1-800-525-GAME 
Canada 630-980-9995 Fax 630-980-9996 Email rggames@aol.com More games 
call for prices: 


**Used Titles** Gene Wars CD $15 Star Trek Borg CD $28 
3D Creepnight Pinball CD $22 Harvester CD $20 Stonekeep CD $20 
Albion CD $22 Heroes Might & MagicCD $22 Strife CD $22 
Amber CD $22 Heroes Might&Magic 2CD $25 SU 27 Flanker CD $18 


Apache CD $18 Hexen CD $20 Syndicate Wars CD $22 


Anvil of Dawn CD $18 Hyperblade CD $20 Tie Fighter Collector CD $24 
Battleground Shiloh CD $22 Imperium Galactica CD $25 Time Commando CD $20 
Blood CD $29 lron Helix CD $14 Toonstruck CD $22 
Blood & Magic CD $22 Last Express CD $25 Torrin’s Passage CD $20 
Caesar 2 CD $20 Lighthouse CD $20 Under Killing Moon CD $15 
Cave Wars CD $22 Links LS CD $27 USNavyFighterGoldCD $18 


Comanche 3 CD $29 MAXCD $24 Wages of War CD $22 
Command&ConquerCD $22 MDK CD $29 Warcraft 2 CD $27 
Com&Con Red Alert CD $28 Mechwarrior 2 CD $17 War Wind CD $23 
CrusaderNoRemorseCD $18 Mechwarriro2MercCD $24 X-com Terror from Deep CD $25 
Crusader No Regret CD $20 MystCD $18 X-wing Collector CD $18 
Daggerfall CD $27 NHL Hockey 97 CD $20 X-Wing Vs Tie FighterCD $26 
Destiny CD $18 Phantasmagoria CD $19 ZCD $21 
Diablo CD $29 Phantasmagoria 2 CD $25 Zork Nemesis CD $22 
Dig CD $22 Police Quest 5 CD $22 ***New Titles*** 

Doom 2 CD $20 Privateer 2 CD $19 Afterlife CD SALE $29 


You have a shipload of 
contraband. Your crew’s on the 
verge of mutiny. The IRS is hot 


Discworld 2 CD $28 Qin CD $22 Carmagedden CD $39 

4 ° Ecstatica 2 CD $28 Quake CD $30 Fallen Haven CD $39 

on your trail and the entire EF2000 CD $20 Realms of HauntingCD $30 IndependenceDayCDSALE $26 

° ° ° Enemy Nations CD $32 Rebel Assault 2 CD $20 Madden 97 CD SALE $25 
Imperial Galactic Empire wants Eradicator CD $18 Shadows Over RivaCD $22 Magic the GatheringCD $38 
Exploration CD $18 Space Quest 6 CD $20 Megarace 2 CD SALE $25 


you vaporized. But HEY... 
there’s always time for a little 
plundering before you hit the 
next spaceport bar! 


www.spacepirate.com 


F-22 Lightening 2 CD $24 Space Quest Coll CD $25 NHL 97CD SALE $25 
Fable CD $25 Spycraft CD $22 Time Commando CD SALE $31 
Fantasy General CD $22 Star Control 3 CD $20 Triple Play 98 CD $39 
Fragile Allegiance CD $25 Star General CD $22 Twinsen's Odyssey CD $39 
FrontPage Baseball 96CD $18 StarTrek FinalUnityCD $22 Warlords 3 CD $39 
FrontPage Football97 CD $20 Star Trek Klingon CD $26 X-com Apocalypse CD $39 
Free UPS SHIPPING with purchase of $75 or more 
http://members.aol.com/RGGAMES/index. htm] 
Shipping UPS $5 Airborne $11 Credit Cards/Cashier Check/Money Order accepted Hours 
Yam-9pm Mon-Fri 
Want to sell us your Be mes: Games must be complete with original 
boxes, CD’s & manuals (NO COPIES) ood condition, working & scratch 
free. Make a list posite your name, fe ress & phone number if under 10 
you can call for prices over 0 fax, email or write. 


rices are good for 2 weeks. 
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- with every issue— ' 
Game cheats ang airane ies for only $19.97. That’s a 75% 
Hands-on technical advice 


savings off the newsstand 4 
Playable demos on the cover price. : 


companion CD-ROM 
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CALL NOW 


PC Games is published 10 times a year. Newsstand cover price: $7.99. Canadian and foreign 
orders must be prepaid in U.S. funds with $25/year added for air delivery. 
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“Special” 


t’s becoming more and more common: Game companies release 


titles, then follow them up with enhanced Special Editions (or Gold, 
or whatever they call them) that implement new features and ask for 
another cash outlay from the gamer. Blade despises this trend and wants 
it nipped in the bud, reasoning in bold that gamers who pay for a title up 
front shouldn’t be asked to pay again. Scarface doesn’t see the harm in 
asking for money for a sufficiently souped-up Special Edition, making 
his case in flexible italics. 


Deluxe versions, Gold Editions, Limited Edition ee 
Box Sets, call them what you will—at the end : 
of the day they’re an evil ploy by the software 
companies to drag more cash out of hapless 
consumers for games that should've been 
complete to begin with. That’s wrong. 
Activision’s MechWarrior: Mercenaries 3Dfx 
Interactive Edition—nothing new but 3Dfx sup- 
port. True, you can download a beta 3D patch from 
Activision's Web site, but it’s not supported, and it’s 
not necessarily compatible with DirectX 5.0. 
Why should current Merc owners have to pay 
a full $50 in order to get stable 3D drivers? If 
you can find any rebate offer on the Web site, 
more power to you, but | hope no one bought it. 
Hold on a second. The very best computer games are 
constant works in evolution—they’re 


getting better all the time because of 
the interest gamers have in their 
games and because of the continued work 
that developers are putting into them. That 
means man-hours. That means corporate over- 
head. That means development costs. That means 
gamers will have to be asked for nominal charges 
(generally about $20) for in-demand improve- 
ments to their favorite games. It’s 
a fair trade. 
It’s not a fair trade when some of these 
“deluxe” editions are simply basic game 
components left out of the original 
release. Silent Hunter: Commander’s 
Edition, for example. That package was the 
original game plus all the add-ons for the same 
price as the original. But the hardcore fans who 
bought these components separately got screwed. 
The Silent Hunter pack is great for new players—the fans who wanted them 


ILLUSTRATION BY KATRIN AUCH 


separately won't be annoyed because they've had them for months. Anyway, I 


Editions?! 


agree that charging money for a simple 3Dfx patch 
isn’t an acceptable practice, but in all honesty, most of 
the upgrade Gold Editions offer a lot more than that. 
EA’s Need for Speed II: SE offered new tracks, new 
effects, mirrored/reversed tracks, and new cars. By offer- 
ing a discount to owners of NFSII, they stayed well in 
the clear. I’m not excusing companies that pre- 
maturely release incomplete products. 
Naturally, no gamer should be pay- 


ing extra for the basics. The 


Mercenaries 3 Dfx case is a good 
example of mistreating consumers. But 
there are many games that have received 
honest improvements, and we should be willing to 
pay for them. 
NFSII: SE is perhaps the way to go. But surely 
releasing a 3Dfx patch for free to those who don't 
want or need extra cars or tracks is a much fairer 
practice. | mean, if the companies aren't adding 
these elements at initial release, why should | 
have to pay for them now? 
Quid pro quo, Clarice. The only people interested 
in any kind of upgrade to NFSII are people 
hooked on the game—so EA is perfectly justified in 
putting together a comprehensive upgrade package 
for the game's devotees. I'm always surprised by 
gamers who complain about this type of “Special 
Edition” and feel entitled to the upgrade by virtue of their 
having bought the initial release. They don’t realize that an 
upgrade involves new development, new ideas, and new capital invest- 
ment. And the bottom line is: If you're unsatisfied, don’t buy the upgrade. 
It’s irritating enough to have to patch a game just a few days after 
you've bought it, but at least it’s free—making the game what it 
should've been on release. The same argument applies here—if the 
features added are the kind that should've made the initial release, 
make them free. 
Fair enough. But for additional scenarios, vehicles, and the perks that come 
with improving a game, Special Editions are of definite value to hardcore fans. 
I’m happy to pay for them. 
Well, I’m just glad | don’t have to! 


Blade has vowed never to review another special edition—that is, unless 
it’s a soccer game and he gets to go to the World Cup finals. Scarface can’t 
be bothered right now. He just plunked down $20 for the Gold version of 
Jenny McCarthy 3D Playmate Portfolio. 
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Now Get Arcade Thrills from 
a PC Graphics Card! 


Putting an Intense 3D Voodoo graphics card in your PC is like getting a coin-op 
3D game arcade. With 3Dfx Interactive’s Voodoo Rush technology, Intense 3D 
Voodoo delivers everything you want in a game card... super 3D acceleration, 
2D acceleration, DVD support, NTSC and PAL output to television. ..and more! 
Enhances More Games! 

3Dfx Voodoo Rush technology is the popular standard and is widely 
supported among game developers. In fact, more than 150 new 3Dfx 
supported games are expected to be available by the end of this year! 

Put an Arcade in Your PC! 

Don’t miss the arcade fun. Buy Intense 3D Voodoo now from 

your local computer retailer! 


Intense 3D Voodoo 
delivers arcade-quality 
3D graphics on your PC. 
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www.intergraph.com 
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and Voodoo Rush are trademarks of 3Dfx Interactive, Inc. Windows is a registered trademark of Microsoft Corporation. Other brands and product names are trademarks of their respective owners. Copyright 1997 Intergraph Corporation, Huntsville, AL 35894-0001. MC 970659 9/97 
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